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n theory there's nothing 
intrinsically wrong with game 
sequels. As developers wrestle 
with hardware in an attempt to extract the 
maximum performance possible within a 
limited timespan, several elements - be 
they technical or game related are 
inevitably left out. A follow-up offers 
companies the chance to implement these 
omissions, exploit more of the machine's 
abilities and correct any criticism of the 
original. 

Sadly, such utopian methodology is 
often far from the truth. The majority of 
sequels fail to significantly push 
technology further than thew predecessors 
Rarely do they offer anything relatively 
new in terms of gameplay, instead relying 
on the popularity of the first instalment to 
guarantee commercial success. All too 
often, the resultant tithe proves highly 
disappointing 

Resident Evil 2 is one of the few 
exceptions to the above depressing 
statement. It would have been simple for 
Capcom to release a lax rehash of its 
genre-defining adventure and revel in 
sales fuelled by the original's success 
Instead, the Japanese codeshop has 
expended much effort in building a game 
that is a worthy sequel. The theme may 
remain the same but Resident Evil 2 
boasts higher quality visuals, 15 better 
designed, greatly refined, and - crucially - 
proves more playable than its initial 
incamation. Problems in the first game, 
now revealed by time more than anything 
else, have been rectified. As а result, 
Capcom's masterstroke treats players to 
one of the most immersive, cinematic 
(and terrifying) experiences ever 
witnessed in a videogame 

One day, all sequels will be made 
like this 
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have been an avid Edge 

reader since the first issue, 
and have always held high regard 
for the integrity of your reviewers. 
This was, however, drastically 
shaken on reading the review of 
Gran Turismo which, | feel, suffers 
from four fatal flaws: 
1. It is based on an unseen product: 
identified problems are forgiven 
with SCEE assertions that they will 
be fixed, implying the PAL version of 
this game has not been completed 
and was not what was being 
reviewed; the substantial manual 
has yet to be translated into English; 
and the current atrocious music 
replaced. 
2. It lacked research: 'Racing titles 
have remained fundamentally the 
same for the last 20 years’. This 
beggars belief - racing games have 
progressed immeasurably in the last 
20 years from Night Driver (1980) 
featuring large white blobs to mark 
the side of the track, to today's fully 
textured landscapes and cars. The 
only thing not to change is that they 
are racing games. 
3. It made excuses for the product: 
the small number of cars is a result 
of the PlayStation’s limitations? You 
contradict your own argument in 
the opening editorial, ‘technology is 
only as good as those who are 
commanding it’. A game is 
necessarily limited by the 
technology it runs on. It is up to the 
game's development team to 
exploit the features to their fullest. 
4. It didn't answer the fundamental 
question: how does this redefine 
the concept of racing games? 

I cannot fathom how this review 
was published. | have played the 
Japanese version of this game and 
though it looks stunning on replay 
mode, it suffers from considerable 
slowdown during play. The game is 
certainly excellent but does not 
justify a ‘ten out of ten’. 

Mark Roberts, 
Hampshire 


The version of Gran Turismo 

reviewed in E55 is the Japanese 
release and at no time does the 
review suggest otherwise. As an 




















‘avid Edge reader’ this should not 
come as a shock to you. The PAL 
improvements were mentioned in 
order to inform readers who might 
prefer to wait for the game's official 
May release and not, as your letter 
implies, as a way of justifying the 
mark. 

Conceming your second point, 
racing games have remained 
fundamentally the same - it's still a 
case of getting from start to finish in 
the shortest amount of time, 
regardless of haw pretty the 
graphics have become. Your own 
declaration, The only thing not to 
change is that they are racing 
games', upholds Edge's argument 
admirably. 

Furthermore, there is nothing 
contradictory in Edge's editorial and 
the review's comments regarding 
the PlayStation's technological 
limitations. GT only features six cars 
because the team has pushed 
Sony's machine as far as it can 
currently go. As for your fourth 
point, you may wish to have 
another go at reading the review. 

Lastly, after more than 100 
hours' play, Edge witnessed only 
two occurrences of slowdown, and 
neither proved significant enough to 
affect gameplay. Incidentally, Night 
Driver was released in 1976. 


ever has there been an issue 

of Edge which has favoured a 
single machine as much as E55, 
where the magazine seems to have 
rekindled its relationship with the 
PlayStation. Either Sony payed the 
printing costs or enough PlayStation 
owners wrote in complaining about 
Edge's continuous yet justified 
praising of recent N64 games, most 
notably Rare's classic GoldenEye. 

From the cover onwards, each 
section of the magazine had refer- 
ences to the greatness of the Play- 
Station, combined with slight gibes 
towards the N64, from the Sony 
merchandise competition through 
to Edge's apprehension regarding 
Zelda 64 and its doubt over Ninten- 
do's software quality reputation in 
the game on section. All of this 
culminates in the grand finale: the 


two main reviews of Gran Turismo 
and Yoshi's Story, with the former 
being hyped up even more than 
Mario 64. (At least that will keep 
magazine.) The latter is totally dis- 
regarded, with Edge even going as 
far as implying this is the downfall 
of Nintendo's Class A output. 

The target audience for Yoshi's 
Story is not 20- to 30-year-old 
games players such as those on 
your review panel. It's actually 
humorous observing how Edge has 
attempted to create a serious 
review for a game obviously aimed 
at younger children. The rating of 
the game has taken into account 
only its impact on the older games 
player, not the younger one who is 
more likely to purchase the game. 
Gran Turismo, on the other hand, is 
aimed at an audience whose age 
range lies closer to that of the 
magazine's review panel. 

Instead of favouring one system 
from one issue to another, Edge 
should concentrate on giving its 
of the games market without pre- 
senting the inconsistent bias previ- 
ous issues have tended to show. 

Andrew Giles, 
Henley-on-Thames 


The reason for the differing 
amounts of coverage from one 
issue to another is simply a 
reflection of the what is important 
at the time. E54's ‘bias’ was toward 
the N64 due to the various 
announcements made at Space 
World, while E55 was driven by an 
(unabashed) interest in the 
PlayStation created by the superb 
Gran Turismo. As for the Yoshi's 
Story testscreen, Edge's view 
remains the same; that Nintendo 
games have always had a child-like 
quality to them, but in the past that 
has been underpinned with a 
intricate and rewarding structure. 
Yoshi's Story simply failed to live up 
to its progenitors high-standards. 


ould you describe just what is 
involved in performing 
common roles within the games 


industry. Some titles that deny a 
clear understanding are ‘games 
producer’ and ‘games designer’. 

I'm curious of what would be 
expected of me if | were to apply for 
a job as - for instance - a games 
designer. Would | have to provide a 
complete specification of my design 
concept for the entire game from 
the bottom up, including complex 
level maps and character design? 
Alternatively, would a basic concept 
be enough to start on a co- 
operative effort to design the rest of 
the game with the rest of the 
development team? And what of 
the producer? Is this post reserved 
only for pen pushing managers with 
grey suits, no souls and a sta- 
pressed pair of plus fours and an 18 
handicap? Or is it a challenging and 
interesting role that any responsible 
games enthusiast could turn their 
hand to. 

I've got a head full of game 
ideas - most of which | have 
developed into reasonably concise 
and unambiguous overviews, but | 
have no idea how to present this 
information to a potential employer. 
Your magazine is the only 
publication easily available that 
provides an insight into the games 
industry, for which | am 
appreciative. Please take the time to 
consider my request as I'm sure I'm 
could play a positive role in the 
games industry, rather than just 
being a consumer for the rest of 


their lives. 
Mark Campbell, 
via email 


Concepts for games should be 
structured very much as movie 
scripts, with as much detail as you 
can provide, from character to level 
design. If you are considering 
approaching a particular company, 
then it may be worth contacting it in 
order to find out exactly what is 
required. Producers are often 
fanatically passionate about their 
work, and would doubtless balk at 
the idea of anyone enthusiastically 
'turning their hand' anywhere near 
their projects. 
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= eing a lifelong Nintendo 

4 loyalist it is worrying to me to 
see Nintendo's 64-bit hardware 
lagging behind the PlayStation - in 
sales terms at least. More worrying 
is the apparent drought of decent 
third party software, something 
which has never plagued the 32-bit 
consoles. Why is it that the majority 
of third party developers are - with 
the exception of Rare, Konami and 
Acclaim - lacking that ‘something’ 
which has made the PlayStation a 
huge success despite SCEE's 
internal development teams not 
matching with the skill of NCL's? 

18 months after the release of 

the Nintendo 64 only three 
developers have produced the kind 
of games which were being 
released so soon after the birth of 


upon to create a killer app, but it is 
developers like Capcom and Namco 
which can truly lift the N64's 
their arcade perfect beat ‘em ups - 
which gamers go crazy for and 
which the N64 is blatantly lacking. 
| believe Nintendo needs to 
dramatically improve its dream 
team if it wants to catch up with 
Sony, especially in Japan where 
although Zelda will appease the 
Final Fantasy lovers, the Tekken 
freaks will be left in the cold. 
Ravi, 
via email 


Hindsight shows that the 
PlayStation and Saturn killer apps 
have been remarkably thin on the 
ground. Edge has given relatively 
equal amounts of 'nine' scores to all 
three consoles, although the lack a 
fighting game of Tekken's standard 
is definitely hindering the N64's 
success. The paucity of N64 third- 
party development skill is 
comparable to the early days of the 
PlayStation, and Edge believes that 
1998 will see a dramatic rise in the 
quality of N64 releases. 


| ith regard to the testscreen of 


Quake 2 in E53. There was 
zero mention of any multiplayer 


play, which was the strongest 
feature of the original. How could 
you publish a review that misses 
out on such a crucial and important 
part of a game? | understand from 
reading other magazines that some 
have put forward reviews of the 
game on the strength of one day's 
reviewing in Activision UK's office, in 
order to produce a timely review for 
publication, and hence didn't have 
the chance to test the game's 
internet capabilities. | am 
disappointed that Edge has also 
apparently followed this route 
instead of producing a balanced 
Chern Ann, 
via email 


Edge would never degrade an 
important release such as Quake 2 
with a review written after a single 
day's play. However, there simply 
wasn't the facility to review the 
multi-player aspects of the game at 
the time. That it scored nine without 
even needing to use such facets is 
surely an indication of the quality of 
the game. Overall it was agreed that 
the importance of reviewing Quake 
2 in good time outweighed other 
factors. 


aving been a keen Edge 

follower from the start, and 
thought | would offer some 
feedback and ask some questions... 

The Numedia section has lost its 
way. | think the music reviews suck 
- they're just very out of place and 
the music is very specialist, to the 
point of being obscure. Do you have 
someone in the team who is really 
that medium is hardly ‘the future of 
interactive entertainment’. However, 
Netview, retroview and develop are 
great - please expand! 

| think the testscreen section 
needs a different scoring 
mechanism. It is true that between 
1 to 10 there is scope for a lot of 
at the scores that come in they are 
invariably between 6 to 9. Why not 
start using scores out of 100, maybe 


keeping to increments of 5? 
Similarly, why not use 'best of 
breed' in the reviews, meaning you 
point out similar games to the one 
being reviewed and the score that 
was given. 

The cover CD is very good. The 
videos of the games make the 
Why not make it on every issue and 
increase the cover price - 50р extra 


Surely cutting edge electronic music 
is vitally relevant to the modern 
games industry, as the intermingling 
of the two draws ever closer? The 
purpose of numedia is to add depth 
to Edge's coverage of the games 
scene, and is definitely more 
valuable in those terms than a 
further three pages of screen shots. 
As for review scores, can you 
imagine the outrage that would 
ensue if Irvine Welsh's latest novel 
was rated out of ten? A game is a 
far more emotional experience than, 
say, a dishwasher, and perhaps the 
time has come for scores to be 


removed altogether. 


L бшем шне уды 
ы to at the moment (E54), it 

of their time and money developing 
stupid things for their 64DD, rather 
than getting on with current and 
new in-house games for the N64. 
The 64DD looks great to a certain 
gone way over the top. The only 
positive aspect about the device is 
being able to edit games, which will 
obviously come at a Nintendo's 
usual high price. 

The N64 is flopping in its home 
territory due to the lack of new 
games. Here in the UK the N64 is 
growing in popularity but many 
think twice when it comes to £60 
for games that are mostly average. 
The N64 is a 'kiddies' console with 
games such as Diddy Kong Racing, 
and the lack of serious games is 
putting people off. 

The 64DD will probably be 








swamped with kiddie-style games 
featuring Mario and friends - not 
forgetting Talent and Polygon 
Maker. Add-ons don't work (ask 
Sega), so developers won't want to 
gamble. | just don't think the 64DD 
will do the business, although it will 
doubtless have some quality titles. 

To round things off, Nintendo 
will soon be competing against 
Sega and Sony's new machines, 
something developers will already 
be bearing in mind. 

Gary Osborne, 


Middlesborough 


Edge is tiring of having to refer 
correspondents to N64 titles that 
are clearly not ‘kiddies’ games, such 
as Blast Corps, GoldenEye, Turok 
and Wave Race, The debate is 
reminiscent of the ‘my machine's 
better than yours’ arguments that 
plagued the 16-bit era, and as such, 
the matter is now closed. 

With regard to the 64DD, as 
stated in E54, Edge feels that the 
device is not being primarily 
designed as a means to enhance 
the N64's games. Looking at the 
Maker series of titles, it would 
appear that the 6400 is targeted at 
a similar market to the Pokemon 
games. Sadly, a release in the PAL 
markets seems increasingly unlikely. 


must take you to task over a 
(2 line in the your article on Virus 
2000. Zarch (aka Virus) was indeed 
presented on the Acorn Archimedes. 
However, you do the Acom 
machine a terrible injustice - it was 
a 32-bit machine from the outset, 
not 16-bit as you stated. 
Although the Archimedes was 
indeed 'unfavoured', this was 
mainly due to bad marketing on the 
part of Acorn (here in NZ at least), 
and not à limitation on the part of 
the machine itself. 
Douglas 
via email 


Saying the Archimedes was poorly 
marketed is akin stating that Sega's 
32X was misjudged. However on 
this rare occasion, Edge stands 
corrected. 
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Konami's full hydraulic cabinet (last utilised for 
Speed King) made GTi Club a stomach-turning 
experience - particularly on its ‘hard’ setting 
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Time Crisis 2 features novel twin 
screen, two player gameplay, 
and was among the best at ATEI 





anuary 1998 saw London's Earl's Court 1 play host to this 
|J year's Amusement Trade Exhibition International (ATEI) 
While many expected the industry's big guns to hold fire unt 
the snow 5 Japanese counterpart, ADU = 5С heduled for the 
following month — the surprise appearance of several key titles 


proved otherwise. Significant releases from Sega, Konami and 
Im i= 


А П m * = a a dem T РЕ n La Lema mmm m el 
amca, plus weicome entries to the fray rom "esser 


companies, made attending the exhibition a worthwhile 
excursion for arcade operators - as well as Edge 

After several years of sustained growth, ATEI is one of the 
world's largest amusement industry shows, with january' 5 
boasting around 400 exhibitors = although this ts partially due to 
tne international Casino Exhibraon 5 Inclusion. In the interests 
of good reporting, Edge braved me long escalator ride to ICE 
only to find colossal Sega and Konami horse betting games 
nestled among the well-dressed (and well-monied) attendees 
strangely, Namco s horse-racing game, Final Furlong, was 

Back among the mere mortals on the ground floor, several 
of 1998's triple-A titles were being play-tested to the limit by 
hordes of suited gentlemen. Of particular interest were Sega 
and Namco 5 stands, where Ger Bass, Sega Rally 2 and LA 
Riders from the former, and Time Crisis 2, Ehrgeiz and 
Motocross Go! from the latter drew crowds as only arcade 
games set on tree play can. And these were just the triple-A 
titles, both had other interesting offerings. The second Time 


Crisis game retains the original's novel footpedal for reading, 





- / 





Both of the show's big driving titles, Konami's Racing 


Jam and Sega Rally 2 failed to hold Edge's attention to the 





While not quite as enjoyable as the multiplayer version, 
the individual cabinet of Sega's Harley Davidson & LA 
Riders boasted a fantastic interface 





embellishing an already successful recipe with spicy twoplayer 
action, Rather than share a display, sharp-shooters are treated 
to individual monitors, allowing the other player's character to 
appear on screen. Nàmco s other units, including Rapid River 
and a new mountain biking game named Downhill Racers 
ON t live up to the promise of their bespoke interfaces. Both, 
however, exhausted the player to the same degree as their 
atorementioned stablemate, Final Furlong — which, ironically 
proved a far more enjoyable experience than either 

Ehrgeiz, developed in Japan by the division of Squaresoft 
responsible for the Toba! series, far exceeded expectations 


WIth rts mutiti-fayered environments, solid animation апо 


SEGA RALLY 2, LA RIDERS, EHRGEIZ 
AND TIME CRISIS 2, DRAWING 
CROWDS AS ONLY ARCADE GAMES 


intuitive gameplay. PlayStation owners will be in for a treat 
when this game iS eventually converted to the console, but 
until such time Edge heartily recommends a visit to the loca 
puffy jacket centre. Namco also had its own version of SNK's 
NeoPnnt device on show, allowing those who feel the need for 
such things to have their picture taken and printed out onto à 
variety of stickers. Sega and its newly acquired subsidiary Data 
East had а more adventurous iteration of the concept, which 
creates a rubber stamp rather than a sticker. Parents 
everywhere are going to have a rather more tangible reason to 
dislike arcades once their kids get hold of these 

Sega's more mainstream creations showed a creditable 


variety, not least Get Bass, the Model 3 fishing game that drew — » 





degree expected. Sega displayed its game on the original development test rig - much to delegates' delight 








44 admiration from all who played. With fluid animation (pun 


intended) and force feedback in the control ‘rod’, Sega's game 
ditches the turgid waiting-in-the-rain aspect of the sport and 
aliows players to enjoy the thrill of actually catching a fish. Of 
equal note was LA Riders, at least in its multiplayer mode, 
which has participants grappling with chopper handlebars as 
they race to various random target points. The game's totally 
open environments are perfectly suited to the concept, with 
those who played availing themselves of just about every illegal 
shortcut imaginable across LA. Visuals are superb, with the 
improved Model 3 chipset providing the horsepower = а 
reported 1.65 times faster than before. 

Sharing this speed-boosted board was Sega Rally 2, as 
featured in E56. Though the game itself was far from complete, 
the handling model was sublime = almost too realistic, although 
the overall velocities of the vehicles seemed low. Edge met up 
with producer Tetsuya Mizaguchi, who revealed over coffee 
that his team had decided to slow Rally 2 down, as most arcade 
goers simply couldn't cope with the handiing at Speed. After 
several plays, Edge was inclined to agree, disregarding the 
voice of certain ‘hardcore’ elements. Sega 5 other driving tes 
made a more muted appearance on the stand of Deith Leisure, 
the Japanese company's UK distributor. MotoRaid, a Mode! 2 
motorbike game best described as Road Rash crossed with 
Wipeout, and the Model 3-driven Le Maris 24, were simply not 
up to Sega's usual standards. 

Konami's stand didn't fare much better than Deith's in the 
quest for top-line releases, as the long-awaited Racing Jam 
somehow failed to live up to expectations. Perhaps the tidal 
wave of hype had a numbing effect - the game left Edge a little 
cold, aithough the open plan Gymkhana tracks gave players 
the chance to experiment with the handbrake control. Another 
contributing factor may have been the lacklustre peformance 


SEGA RALLY 2'S PRODUCER 
REVEALED THAT HIS TEAM HAD 
DECIDED TO SLOW RALLY 2 DOWN, 
AS MANY GAMERS COULDN'T COPE 
WITH THE HANDLING AT SPEED 








Interfaces don't come much more novel than this. 
u^ O3 Eee cosi O ча و‎ op 
some of the best Model 3 visuals yet seen 


of Konami's Cabra chipset, which the company insists is 
capable of delivering around five million polygons per second 
(and which has also been trumpeted as a Model 3 beater). 
Racing Jam didn't look as if it was punting that many polys 
about, so Edge can only assume that the titie has been lazily 
upgraded from its previous host, the sub-Model 2 Hornet 
board. The other Cobra based title, Fighting Bujitsu, proved 
highly reminiscent of Virtua Fighter 3, but was none the worse 
for that. Indeed, Bujitsu was a more convincing demonstration 
of Cobra s abilities than Racing Jam. Konami's other offering 
had a fraction of the visual mastery of its sister cabinets, but 
many times the innovation. beatmania's twin record deck 


TU cds 
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Interface disguised a game that shares its structure with the 4 А : ттт 
Grandmaster Flash of the rhythm-action genre, P3 Rappa the ec к= | он н 
Rapper. Sadly, it failed to put many delegates In a spin 

Skirting the heavyweight champions were a few notable 
and not-so-notable contenders, Jaleco s Model 2 racer OverRev 
was distinctly old-tech in all the worst ways - handling, concept 
and visuals ~ as was SNK's Hyper Neo Geo 64 off-roading title, 
Road's Edge. Galeco's Radikal Bikers, an offbeat pizza-delivery 
game, was far more palatable, with the player controlling a 
madcap moped through crowded streets. The game's neat 
handlebar interface, which could be slammed down to make 
the character perform jumps and wheelies, added to an already 
involving experience. Sadly, the firm's snowboarding game Surf 
Planet failed to equa! Radikal in both enjoyment and control 
system, being restricted to a dismal left-right joystick. Equally 
lacking was California Speed, Atari's sequel to San Francisco 
Rush — which is also PC based, while the System 3-developed 
Bloodlust was nowhere to be seen 

The full Impact of the PC has yet to be felt by the arcade 
scene, although its relative low cost is bound to win friends 
among profit-per-unit obsessed operators. Certainly, with the 
newly formed Acclaim Arcade division offering processors for 
just a few hundred pounds each, running 3Dfx powered titles 
such as Wipeout XL that can be loaded from CD (developed 
under Intel's Open Arcade Architecture project), the take-up 
should be swift. Armageddon, Acclaim's other title, ran on a 
bespoke RISC-based board and was one of ATEI's best kept 
secrets. The game's eclectic, trackball spinning action 
reminded Edge of classic Atari titles - and recommendations 
don't come much higher than that. 

Overall then, this year's exhibition served to reassure 
Europe that perhaps the Japanese giants hold it in higher 
esteem than everyone thought. Games such as Time Crisis 2, 
Sega Rally 2, and even Racing Jam have only recently been 
released in their home territory, confirming that the coin-op 
market at least has reached a state of international equality. 
And whatever niggies Edge may have, the overall standard of 
arcade titles continues to rise, With Virtual Оп 2 yet to come, 
1998 could prove a vintage year for a coin-ops - perhaps the 
last to showcase the dominance of specialist PCBs L2 
before the upstart OAA finds its feet 































- Brave individuals may care to sedi eti be debo did; as seen in London's Trocadero. Other novelties included 
a Pentium-powered goal kicking game, MEI — ux nappes Muir cmn s 
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NEC & VIDEOLOGIC UNVEIL 2ND GENERATION POWERVR 
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| | he follow-up to NEC and 

| Videologic's PCX2 chipset has 
been unveiled. second Generation 
PowerVR is at least twice as powerful as 
the companies' current technology. 

The new processor can deliver 
around double the number of forward- 
facing polygons per second achieved by 
the PCX2 Its fill-rate is nearly five times 
better, while clock speed is up by 50 per 
cent. On paper, this compares well to 
3Dfx's Voodoo 2 chip, which is expected 
to deliver over a million polygons per 
second in game, with a fill rate of 90 
million z-buffered, textured and treated 
pixels per second. Design differences 
prevent direct comparison. 

Five chips based on the Second 
Generation PowerVR processor are 
expected over the next 18 months. The 
first will be a combined 2D/3D chip that 
will be deployed inside PCs and third- 
part add-in boards from June. These are 
likely to be teamed with 4MB of DRAM, 
though Videologic expects 8MB to be 
the more widely adopted configuration 
long-term. The technology will later be 
included in an integrated arcade 
solution, a games console and two 
further PC chips. One of these will be a 
3D-only processor. Edge suspects the 
other will target the ArcadePC platform. 

Second Generation PowerVR follows 
the template set by the original 
PowerVR processors. It is display-list 
based, so each pixel is processed just 





once, while deferred texturing means 
texturing and shading is applied only to 
visible textures. Videologic has long 
claimed that this makes performance 
independent of scene complexity. 

‘The chips will surpass the 
competition in quality and 
performance,” says a confident Trevor 
Wing, Videologic's vice-president of 
Marketing. Firstly, he says, Videologic 
has added a floating point geometry and 
texture setup engine. Using a 32-bit 
floating point format means there's no 
need to convert the results of 
calculations done by the CPU before 
passing them to the graphics chipset. 
'On the first generation PowerVR we 
had to do а format conversion every 
time, which is why we didn't run well on 
low-end machines,” says Wing. 

32-bit floating point accuracy also 
holds true for the on-chip z-buffer. 
According to Wing, this helps smooth 
the progression of distant on-screen 
objects as they move towards the front 


textures Still takes time. Second 
Generation PowerVR uses 2X AGP with 
sideband addressing - the Direct 
Execute mode that enables the graphics 
chip to request textures from main 
memory even as it receives them. The 
PCI bus is also supported. 

The original PowerVR processor 
struggled against 3Dfx on texture- 
mapping and special effects. Things look 
better this time. Videologic claims 
Second Generation PowerWVR's tri-linear 
filtering (5 aS quick as its bi-linear. 
Anisotropic filtering is also included. 
This is best employed where traditional 
perspective correction would warp 
textures — such as billboards carrying 
text on racing game sidetracks. 
Anisotropic filtering does hit 
performance, so developers should use 
it only sparingy. 

Another key development is Second 
Generation PowerVR's unified frame 
buffer and texture memory. “You can do 
Video texturing, texture layering, all 


THEN SWAPPED AROUND IN MEMORY 


of the screen. With a 32-bit z-buffer, 
there are millions of positions into 
which approaching objects can be 
slotted as opposed to just 56,000 with a 
16-bit 2-Duffer, This stops jerkiness as 
they go from one best-fit slot to 
another. Like the onginal chip, Second 
Generation PowerVR splits the screen 
into tiles and deals with each in turn (an 
approach that's been adopted Dy 
Microsoft in DirectX 4). With hardware 
tile acceleration though, the graphics 
processor decides which tile to place a 
polygon into, again minimising the load 
on the CPU. Another new technique 
which reduces the CPU load is 
hardware translucency sorting. “When 
yOu See a scene with lots of 
translucency, the frame-rate drops,’ 
says Wing. "With PowervR, it doesn't." 
Finally, the processor does 10:1 
texture compression. Even with the 
AGP, texture compression is important, 
since main memory ts still precious and 
thought AGP is fast, transferring 


sorts of nice things,” says Wing. 
Videologic further claims Second 
Generation PowerVR is the first 3D 
consumer processor to offer full-scene 
anti-aliasing through supersampling. 
The game engine can render a scene at, 
say, 1024 x 768, then deliver it anti- 
aliased to the screen at 640 x 480. The 
result is very crisp image. Other tweaks 
include specular highlighting and 
perspective correct ARGB Gourard 
shading. Some complained that 
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PowerVR colours were fiat. Wing says 
ARGB shading will redress this: "Our 
shading was based on intensity, not 
RGB colours.' Software support is still 
vital - 3Dfx's Voodoo chipset could 
perform ARGB Gourard shading, Dut 
some games still used intensity shading 

Videologic's main rivals, it says, are 
3Dfx's Voodoo 2, the Intel740 and, 
strangely, nVidia's Riva 128 (the next 
Riva 15 more likely to prove à threat than 
this capable but hardly second- 
generation chipset). Wing belleves 
Videologic is fighting 3Dfx for the public 
mindset, and the latter two for volume 
It's true that 3Dfx is trading on its name 
to create an air of exclusivity for its 
Voodoo 2 technology, but although 
Voodoo 2 is sure to be powerful, it's 
almost certainly be the most costly 
option. So it's unlikely to make it into 
standard PCs.By contrast, Intel and 
nvidia are volume competitors: "We're 
going to fight for the socket on the 
motherboard against these guys." 

Much hangs on Microsoft's 
performance with DirectX 5. Videologic 
Is concentrating on making sure its chip 
looks good in comparison with others 
under Direct 3D. But 3Dfx is defiantly 
pushing its GLIDE АРІ as a separate, 
distinct platform. As Wing warns, i 
'the API wars aren't over yet.’ E 









INTEL740 REVEALED AT LAST 


4 ntel has finally lifted the veil of secrecy surrounding the intel740 graphics 
processor. The chip, formally known by the codename Auburn, will be a 2D/3D 
solution designed for the mainstream market. It will become available in graphics 
cards and new PCs from April 

The Intel740 is an AGP card and will only work with Pentium II processors. Intel 
has yet to quote the raw performance figures which other manufacturers use to 
promote their technologies, but a ciue cames from Terra, a specially written demo 
Terra features several animated dolphins, and runs at about 40 frames per second. 
Intel estimates that berween 5,000 and 20,000 polygons are on the screen at once, 
which would indicate the processor can handle between 200 to BOO thousand 
polygons per second. 

‘It’s going to be better than the processors on the market today and as good as 
those coming onto the market in 1998," claims Graham Palmer, Intel's Product 
Marketing Manager for Chipsets and Graphics, He says the Intel740 derives much of 
its power from its so-called HyperPipelined design. This enables the queueing and 
parallel processing of several graphics commands at once 

As discussed elsewnere, Intel is targeting the mainstream mass-market. As such, 
the Inte(740 will come in many different configurations, such as 2, 4 and 8MB local 
video RAM versions, depending on the manufacturer's pricepoints. intel certainly has 
the ability to set a lower price for the Intel740 in the future, since it's using recently 
vacated Pentium fabrication plants to make the chips. If nothing eise, the company 
must be hoping that the intel740 will make the sort of impression which the $ 
MMYX instruction set a year ago 





wo leading hardware 

manufacturers, Diamond 
Multimedia and Creative Labs, have 
announced 3D-only accelerators based 
on 3Dfx's Voodoo 2. 

Creative Labs' 3D Blaster Voodoo 2 
will 20 on sale this Spring for around 
£200. It will be shipped with 6MB of 
EDO DRAM, where 2MB will бе 
allocated to each texture processing 
unit, and 2MB to the frame buffer 
Diamond Multimedia's Monster 30 II 
will come with 8MB of EDO DRAM, with 
АМЕ allocated to the frame buffer 
There's no confirmed UK price or 
release data yet 

Apart from the 2MB of memory, the 
biggest difference between the cards is 
in the name. Having finally wooed 
Creative Labs, 3Dfx gave the company 
the ngnt to include Voodoo in its 
product names. How important this 
proves in the marketplace will partly 
depend on 3Dfx's own Campaigns. 

Edge was treated to a 
demonstration of tne 3D Blaster 
Voodoo 2. Although only unoptimised 
games were shown, results were 
impressive. Forsaker and Quake 2 
averaged around é0fps and Ultimate 
Race Pro seemed equally speedy. All 
games suffered from occasional 
jerkiness when the screens were 
crowded. Whether this was a result of 
incomplete drivers will soon be known. 

But one thing is certainly becoming 
clearer. a high number of frames per 
second rate, in itself, is not enough 


to guarantee completely glitch- 4 
free gaming | 
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REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 
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Арр!е Tease 


| o celebrate the fact that it is now making à 
Т profit, Apple has launched its first corporate 
advertising campaign for two years. The 
controversial ‘Think Different’ series of TV, 
billboard and airport commercials feature a 
selection of people who have, in vanous ways, 
shaped the 20th century — or, as Apple rather 
more dramatically puts it, ‘the minority who have 
continually challenged authority, outperformed the 
competition, confounded the critics and 
entertained audiences 

By aligning itself with the likes of Gandhi, 
Picasso and Einstein, Apple aims to show that its 
computers are the tools of genius. Unfortunately, 
by inserting 'outperforming the competition' as a 
proviso, Apple unwittingly ensured it could not 
use any of its own luminaries in the line-up. 









EDGE MARCH 1998 


V irgin has spent the last two years cultivating an unenviable reputation for controversial marketing 
tactics. Campaigns like the ‘wouldn't you like to give them all a bloody good kicking’ series for 
Command and Conquer and the Resident Evil blood bath attracted derision not only from within the 
industry, but from the tabloids — whose impeccable sense of decency is of course unquestionable, 

But recently the company has decided to take a different slant, if not wholeheartedly embrace a less 
dumbed-down approach. The adverts for Command and Conquer: Red Alert were an immaculately 
conceived parody of British Army recruitment posters. Beautifully-shot pictures of sergeant majors yelling 
at new recruits and miserable looking soldiers wading through muddy water were juxtaposed with text 
asking if the readers would rather join the army, enduring years of mindless conformity and random 
cruelty from superior officers OR get all the excitement of armed conflict from the comfort of their own 
homes with Red Alert. it's certainly a more witty and subtle angle — as Louie Beatty, Vice-President of 
European Marketing, is quick to point out: "If you look at our most recent work the approach has been to 
provide creative, intelligent, relevant advertising for our products. We like to experiment with new ideas. 

Despite the change of heart, however, Virgin is keen to defend its past endeavours. 'To shock the 
industry through aggressive, controversial advertising — this appears to be the perception of our work,’ 
complains Beatty, 'but in reality our approach is very different. What we like to do is to make our message 
as interesting and relevant to the target market as possible. In our '97 campaigns, there was nothing 
shocking or controversial about PS Red Alert, Blade Runner, Jedi Knight or Curse of Monkey Island. We do 
not do controversy for controversy's sake. But to the same extent, we do not shy away from a good 
campaign because the message is too close to the bone — so to speak.’ 

As for Resident Evil 2, Edge senses a return to VIE's macabre form of old. The blood-filled bath used 
to promote the first game was a startlingly effective image, putting the onus on Virgin's ad people to top it. 
As Beatty puts it, ‘Resident Evil 2 is going to be our biggest PlayStation launch in Europe to date. 20% of 
the installed base owns a copy of the original title. We have to make this one memorable, don't we? With 
a £10m ad budget available for 1998, there's a good chance Beatty will succeed. 
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Eidos' eye-candy 


illing the shoes (and vest) of Rhona Mitra, the previous ‘real’ Lara Croft, 

must have seemed a daunting task for Eidos’ marketing department. While 
not a perfect match for her pixelated doppleganger, Ms 
Mitra more than made up for the deficit in attitude, and 
was amply qualified in other areas. However, once Mitra's 
fame began to rival Tomb Raider's own, she and Eidos 
decided to ‘part company on amicable terms’, 

Subsequently, Edge was startled to witness the 
remarkable similarity between Lara and her new human 
counterpart Vanessa Demoury, particularly in the main 
image below. Previously known in her native France for 
a career in modelling (and a thankfully brief attempt at 
pop-stardom, if clips on the internet at anything to go by), 
Demouy has yet to be confirmed as the only Lara in 
circulation. Apparently Eidos is considering signing 
several separate Croft-a-likes, presumably to prevent a 
repeat performance of Mitra's individual stardom. 
With revealing pictures of Demouy already 

available on the net (see inset for a mild taster), a 
prevailing wind of tragic sadness is already 
blowing chill around Edge's neck. 
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Art assistanU/ Deputy art editor required 
Edge is offering a talented individual the opportunity to join its editorial tearm, 

working in a modem, friendly environment within the pleasant surroundings of Bath. 
The successful applicant will be fluent in Quark Xpress 3.32, Adobe Photoshop 4.01, 
Macromedia Freehand 7, as well as possessing some form of design qualification. 
Relevant previous experience advantageous although not necessarily required. CV's 
should be directed to the Art Editor at the address below. 


Applications should be addressed to: Edge, Future Publishing, 30 Monmouth Street, Bath, ВАТ 38W 













Cathode ray tube Tvs have 
always suffered from one 
major flaw: the picture is 
projected anto a curved 
surface, which can severely 
alter the image's original 
geometry. Over the years 
TV manufacturers have 
strived to make tubes 
flatter, admittedly with 
some degree of success 
However, Sony has now 
gone one Detter and 
introduced the KV-32FD1 
FD Trinitron Wide DPL 
TV. in other words, а virtual 
Dolby Pro-Logic, 32-inch 
widescreen television set 
boasting à totally fiat 
screen, Pius, in addition to 
all the usual functions, à 
VGA-SUB bus input on the 
front panel allows a PC to 
use the television as а 
monitor. The technolagy 
employed here may be 
beyond the understanding 
of many consumers, but 
the results can be enjoyed 
by anyone. The picture 
quality is magnificent, with 
superb colour Balance and 
near-perfect geometry 
previously only possible 
with top of the range 
projection Systems 











3 detut SITES gn. "Moon Sáfar from 
A erben MERES Aur is alnesdy Dang Haile 
as one the best albums that 1998 can expect to 


yield. And it's not hand to understand why 

Spanning a rather precanois divide perweer 
Such (verse styles as ambient, folk. Bayle synth 
рор and саху ksterung, Air Takes tris Dreezy, Seay 
cocktad anc imbues d will: some bf the rx 
gioricusy radant medie ine dream doe 
eoundscapes you e ever fiiy tû hear 

imagine Midnight Cowboy's Jan Voigt 
SATIRE around Pars in a besten-up WW Comper 
Wih Serge Gainsbourg and Bun Bacharach on їе 
dack in the back. Get your bead round dis and 
yeurre close to апре what is possibly the 
ске, most beautiful ebum in tne work, 


e 
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When first announced, 
plasmatron screens were 
hailed as the future of 
television sets. However, 
the first models were far 
from convincing, suffering 
from poor contrast levels 
m addition to СОЮШ 
reproduction problems. 
Put progress i5 swift 
and the next wave б! 
plasma display Screens i5 
just around the comer. First 
Out of Japan, is Pioneer's 
new POP-V401E plasma 
display screen, The 4c- 
inch multi-purpose set is 8 
mere 9Scm deep and can 
accept several sources 
Such as a TV tuner, video, 
PC, Laserdisc and DVD 
mayer, More impertantiy, 
the screen boasts à 
brightness level of 400cd 
per square metre, much 
higner than any of its 
predecessors The future 
may be опи after all... 


any ntcs dumped Morceeca's previous 
album - tnr first = into the рові hop 
Meter bin along with the kes of Archive and Moloko, 


without giving the pand' s sparse, bivesy beats the 


attention they deserved. However, this follow-up, 
an infinitely mie dense and melodic work, may 
finally eam them wide scale recognition. Not that 
Morcheeba has had а complete changa of heart = 
tacks lke "Bulle proof still feature that sinister 
echoey dub. but these are now accompanied Dy 
the likes of The Sea’ with its lush strings and funky 
guitar, and “Part of the Process’ which even toys 
Win country music convorimons: Although some 
may miss the murky production of old, most will 
find Morcheste’s wider @xpenmantation a 
fascinating and calrning expenerice. 
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Panasonic's DVD Home 
Theatre System takes the 
company's superb £1,700 
TX-W32D2DP widescreen 
television and £500 A100 
DVD player, and joins them 
with a complete sound 
system from Technics. This 
Includes a E300 SH-AC300 
digital surround processor 
which is in tum hooked up 
to the £1,000 THX receiver 
and £1,700 THX certified 
Speaker system. High end 
home cinema users may 
scoff, but the resulting set- 
up (cheap in THX termes) is 
impressively competent, 
offering an effortlessly wide 
sound stage Definitely 
worth auditioning 


Sony is Currently advertising 
its SA-VA7 multi-purpose 
surround sound system 
in US mags as the perfect 
audio accompaniment to 
the PlayStation. This 
simulated Dolby Pro-Logic 
set-up uses two speakers 
to create ‘Virtual surround’, 
and boasts an output of 80 
watts. In Britain, the more 
powerful SAYA TO (four 
Speakers, 100w output) 
makes a good alternative. 
but either of the systems 
represent a good, basic 
intro to the wonders of 
Dolby surround sound 








A гөйү, Golde owes hes tame as mucn to 
his Мем club and record label (and hia 
frmboyant personality аз to nis muse "Temieless 
wasn't difcult ETE Gui ft stil remained closer 
to Jungle's roots than the drum n bass-lite thet 
swamped pop culture during 1977 The two CDS 
which make up “Satum Reiu largely rework the 
same territory, though here Goldie s trademark 
ст skipping beats and penchant for vocsis are 
put to darker use. Ar 45 minutes long, Mother i 


wich anciude contributions from Noel Gallagher 
and Bowie) piunder gennes wit ease. Бил wrih 
Goldie dilutes his etforts so, it's hard to tea if he's 
expanding or mudhin the musical fom ne helped 
така famous. 





Dolby Pro-Logic is well past 
its seil-by date. A narrow 
bandwidth and mono signal 
to the rear channels are no 
longer good enough for 
cinematic emulation. 

Film soundtracks these 
days are digitally recorded, 
with full bandwidth signals 
created through five sound 
channels, and (usually) a 
5ub-woofer additional 
channel, So-called 5.1 
digital surround sound 
comes in two flavours. 

There's Digital Theatre 
Sound and there's Dolby 
Digital, the format used for 
sound recreation Dy this TV, 
the first ever Widescreen 
Dolby Digital set. It sounds 
Superb, which goes without 
saying, and at 32-inches, 
the picture quality ts very 
high. A great TV, then, and 
one that's all but future- 
proot. For the next few 
years or 50, at least. 





N ow here's a concept. on this Dre 
compilation, eleven of Detroit's most 

at Hip-hop, Could this be the future gf tecnna, or 
was someone having à lx ghi? Well, the whole 
mercies was conceived Dy the mad collective 
genius which i5 Japan's Sublime Records, and with 
а cast including Kelli Hand, Kenny Larkin, Robert 
Stacey Pullen and the long-lost Thomas Barmert, 
you can't go wrong. Never before has hip-hop been 
and aching beauty. Sean Deeson and Dan Bell steal 
the show, but this Б astonishing, unexpected 
mellow isening. Surprisingly, t's even got some 
decent repping. Sublime Indeed 
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illusions 


Everyone knows at least one optical 
Illusion, the vase that becomes two 
faces, the lines that appear ta bend if 
placed in front of another shape. Fewer 
people, however, understand what 
these illusions tell about complexities of 
visual perception and about the inner 
workings of the eye. This is where 
illusions — the latest science title from 
Macmillan Interactive — comes in 

This collection of over 50 optical 
illusions and visual puzzles, comes 
complete with detailed yet readable 
explanations, so users can at last 
understand why car wheels appear to 
be going backwards when the vehicle is 
speeding forwards, and why we have 
difficulties perceiving depth with only 
one eye open, To accompany this 
fascinating expose is good peripheral 
detail, including an explorable map of 
the eye and interviews with those 
working at the limits of optical 
perception (racing driver Nick Longhi, 
for example, discusses how the eye 
perceives speed). While the 
presentation is rather basic and scruffy, 
the ideas discussed are certainly 
stimulating enough to warrant attention 





Шема) Оу Нуга? ктө: 
Published by Macmillan Interactive 
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X-Files eT i | А 


Edge may be wrong, but it seems the 
frenzy which surrounded 'X-Files’ last 
year в Starting to dlê down. Gillian 
Anderson has stopped appearing in 
lifestyle mags with no clothes on and 


David Duchovny has got married, ending 


months of media speculation about his 
spectacularly debauched love-life. 

No doubt the film will stir things up 
again later this year, but till then, X- 
Philes have Unrestricted Access to play 
around with, This is rio game, however. 


This is a sort of cross between à website 


(X-Files UA uses the WWW extensively) 
and a puzzie/adventure ttle. The user 


has to research case studies and files to 


discover new info, Beneath the 
deliberately esoteric front-end, this Is 
just a glorified multimedia CD-ROM 
Users can look at film clios, Images, 
synopses of key episodes, character 
profiles, etc, plus, there will apparently 
be regular updates to the product's 
database via the WWW, Obsessive fans 
can even customise their PCs with a 
range of desktop modifications. 


Ultirnately though, X- Files UA will be 


an interesting purchase for fans, but à 
tiresome боге for anyone else. 





Published by Fox mteractive 


wp  helatest project from The Drum Cub ana 
Slab mari Lol Hammond adds yet another 
string to the latter's bûy, wih funky beats and 
heavy use of vocals Taking for а record aimed at 
the feet rather than te head. it doesn't quality as 
house rnusic, but then its a world away from the 
harsh techno of Stab, as exemplihied by tha husky 


Inside Intel 


While а new book chronicling the internal activities of 
Microsoft is published every week without fail, Intel = 
that other big brother of the PC world — seems to 
have got away largely untouched by sensationalist 
exposes. This is perhaps what makes Tim Jackson's 
gripping and insightful book especially fascinating. As 
ever, there are plenty of skeletons to discover in the 
corporate closet, tha fiasco over the Pentium chip 
and the damage it did to the company is covered in 
detail, 2š are the business practices of Chief 
Executive, Andy Grove. 

Although the history of intel since inception in 
1968 i5 Covered fully, it's perhaps Grove who 
provides the main framework for Jackson's study. 
interestingly while Bill Gates chose to give his recent 
book a wishy-washy monicker like "The Road Ahead’, 
Intel's head honcho published his own philosophy 
entitied, “Only the Paranoid Survive’. Edge feels this 
gives a chilling glimpse into the ethics of a company 
that touches almost everybody's life. 


Underground 


As tempting as it is to believe in social stereotypes, 
Australia is not entirety made up of beer-swilling 
neanderthals and empty-headed surfers. Just like the 
rest of the developed world, the country has Its fare 
share of sophisticated computer users and abusers, 
and predictably it's the latter that provide the subject 
matter for ‘Underground’. Yes, following hot on the 
heels of best-selling “dark side of technology” tomes 
such as Bruce Sterling's ‘Hacker Crackdown' and 
Tsutomu Shimomura's ‘Takedown, this 15 another 
attempt to get into the mindset of the hacker; 
studying their shadowy communities and revelling in 
their chaos-nducing activities. 

Here, however, Dreyfus tries something slightly 
different ~ not only by taking the antipodean slant, 
but by analysing the people behind computer crime, 
not just what they get up to, Plus, the whole thing is 
written more as a Surreal thriller than a straight 
forward text book - an interesting way of dealing 
with an increasingly tiresome subject. 
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- epte the multitude of compilations 
M appearing every month in the still 
burgeoning osychedelic/Goa trance scene, few 
artists get around to releasing albums of their own. 
Or, as seams in this case, lack the musical ability 
to be able to puli it off with апу finesse. 

Johann is the percussionist from tribal trance 


L bu female vocals, dubby guitar, and big, friendly breaks 
ot "Kill Pussy КЇЇ, tne equally crazily titled "Mast Girl 
Hales The Government, or the Deautrul (and Drum 
Club-esque) “Surfing in Rekjavik | Listen carefully 
and its обме that Lol really is working hard at this 
sound, bur a cesplay of technical proficiency isn't 
really what "Girl Eats Boy’ is about, The fact that it E 
makes you want to dance is more than enough p 


funksters Juno Reactor and while his 1996 single 
New Kicks’ boded well fora debut album, — 
mysteriously itisn't present on ‘Blow Your Mind. 
The rest of ensemble lacks musical direction and 
variety, pursuing the overblown, manically 
unfocused formula that seems to dog a lat of 
trance. ‘Stranded’, for exemple, would probably be 
better sonic scoompaniment for a side-scrolling 
shoot ‘em up than an outdoor party 
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NETVIEW 


EDGE 5 EXAMINATION OF THE INTERNET AND ONLINE GAMING SCENE 


Faster than a speeding new media revolution 


А group of leading РС companies are pushing 
| a new method of data transmission that 
could turbocharge Internet access. Universal 
Asymmetric Digital Subscriber Line (Universal 
ASDL) claims to offer the tantalising prospect of 
data transfer that's some 25 times faster than 
today's 56Kbps modems. 

A standard telephone line uses a 4KHz 
frequency band to carry information. Consider that 
standard ASDL packs 255 4KHz bands onto the 
same line, and its appeal is obvious. ASDL is 
somewhat dependant on the quality of local 
phone networks, but at its best it could pump the 
Net into the home at 8Mbps — the equivalent of 
255 modems attached to a PC in parallel. 





Sony site sorted for your pleasure 


Y] o news on Playstation 2, but Sony has 
at least overhauled its European Web 

presence. Built to thrill, the new PlayStation site 
is a riot of buttons, animations and visual gags. 
It's currently a bit slow to use, but Sony claims 
that things will significantly improve once the 
deluge of new users has subsided, not least 
because all the animation is handled with 
Macromedia's speedy Shockwave Flash plug-in. 

The site incorporates all the news, previews 
and corporate brouhaha you'd expect — what is 
novel, however, is the way it's delivered. 
Registered users can choose to identify 


Visit the shiny new Sony PlayStation website at 
http://www.playstation-europe.com 
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ASDL technology isn't new, but the lack of a 
common standard has slowed down its adoption. 
Universal ASDL, as proposed by Intel, Microsoft, 
Compaq and others aims to fix this. Universal 
ASDL is a cut-down version of ASDL that can 
manage a top speed of around 1.5Mbps. 

That's a big speed reduction, but Universal 
ASDL offers the huge benefit of requiring no 
expensive changes to local telephone networks 
and no extra hardware in the home except for an 
ASDL modem. Were the Universal ASDL standard 
to be adopted, these could quickly become as 
ubiquitous as analogue moderns are today. 

With the Internet becoming increasingly 
bogged down by its own soaring success, more 


powerful modems are sorely needed. But Britain 
is unlikely to get the new technology as quickly as 
the States, where the Universal ASDL companies 
are concentrating their efforts to reduce 
congestion on the Super Highway. 


themselves as one of several stereotypes, which 
is to say having specific personality traits such as 
being an adrenaline sports junkie or a sci-fi fan 
(see below), and then receive a site personalised 
for their pleasure. It's even possible to create a 
unique avatar to don when visiting the site's chat 
rooms. Edge gives notice that Parappa's head, 
Crash Bandicoot’s legs and a pair of slippers 
should be considered reserved. 
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| he rewiring of BT's Wireplay service 

ШЫЙ continues. A new credit card subscription 
service gives hardcore users unlimited access for 
a reduced cost per minute. 

Under the current billing system, players are 
charged £1.50 per hour off-peak and £3.60 per 
hour at other times. The new option sees charges 
of £9.95 per month or £99.95 per year, all neatly 
paid for via credit card — albeit Mastercard or Visa 


only. Time online is further charged at BT's lo-call 
rate, which can prove to be as cheap as one 
pence per minute. 

To save users from reaching for their 
calculators, Wireplay has stated that in its 
estimation, anyone who spends more than 11 
hours each month logged on to the service will 
be better off switching to its subscription option. 
So it pays to be online, so to speak. 
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A symphonic swan song for 
the Saturn 
Japanese otaku who've tired of their 
Satums might soon investigate a new 
use for their hardware. Denshai 
Media's Techno Motor is a piece of 
intriguing rnusic creation software for 
Sega's console that enables owners to 
put together sonic masterpieces 
through nothing more than skillful 
manipulation of the joypad. It costs just 
v4 800 (E23) and requires no further 
musical instruments, recording 
equipment or, Edge fears, talent. 
Make no mistake, Techno-Motor is 
no Parappa the Rapper. As befits the 
thinking man's games console, Techno 
Motor is much more than just a toy — 
it's a full-blown sequencer. Designed 
by Fujita Naruhiko, a self-confessed 
sequencer addict, and Taneda Yosai, а 
multi-talented pianist, trurnpeter and 
accordionist, the software aims to bring 
the joy of making music to everyone 
(Those who remember their childhood 
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To promote Techno Motor, Denshai Media hired two kawai (cute) promotions girls. The girls 
travel the length of Japan under the name of the Technoski — literally translated: "I like techno’ 


recorder classes with a healthy cringe 
may very well question the wisdom of 
this sentiment.) 

Promising to satisfy the most 


musically demanding and least literate 
of players, Techno Motor can handle as 






















many as 99 sounds distributed across 
its four tracks; composers get exactly 
11,714 prerecorded sounds to choose 
from. A huge library of prerecorded 
tunes and melodies that are included 
should further help the uninspired find 
their feet. What's more, when budding 
musicians tire of playing alone, they 
can call around a friend for some dual- 
joypad Techno Motor jamming. 

The sequencer's library 
encompasses a wide range of musical 
genres including ska, techno, dance, 
soul, classic and an intriguing style 
called ‘monkey’, which doubtless 
moves the crowds in the best Tokyo 
nightspots in a way which Edge 
shudders to imagine. 

As the composer switches between 
these styles, the screen itself changes, 
shifting from futuristic settings to 
psychedelia as appropriate. Finished 


Simple copy and paste functions enable tracks to be quickly and easily put together in realtime (far right). The Technoski (virtually incamated far 
left) are tounng Japan, evangelising the Techno Motors ease of use, prior to the launch of the software at the next Tokyo Game Show in March 
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Did D2 break the Saturn? 
Like a tone-deaf busker, no sooner 
does Warp's D2 project settle down 
that it finds itself moved along. 
Onginally, the sequel to the catchily 
monikered adventure D was 
destined for Panasonic's M2 
platform. When that machine went 
belly up, Warp began running ads in 
Japanese mags claiming ‘D2 runs 
under XXXXX'. Most insiders 
assumed the blanked out hardware 
was the Satum — until Warp's Kenji 
Eno hinted that D2 was destined for 
Katana (Edge understands that the 
fully polygonal 3D world of D2 
proved too much for the Saturn). 
But equally, Edge would no longer 
be surprised to find D2 slated 

for, ooh, the Nintendo 128. E 
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Edge intends to discover ће truth behind Ы | 
D2 at the Tokyo Game Show. Тһе game is , e һы 
one of the most keenly awaited in Japan 


Love me, love my Super Famicom 

Everyone knows how Nintendo likes to keep its past alive. Yet its plan to relaunch 
the veteran Super Famicom has raised even the most nostalgic eyebrows. In the 
ten years since it first thrilled the market, nearly 50 million Super Famicoms have 
been sold worldwide. More tellingly, Mintendo has been shifting around three 





Techno Motor's designer, Taneda Yosal 


(left), had his sister design these two million of the original machines a year, at around ¥5,800 (£28) each. Confidently, 

giant — and fully operational — joypads Nintendo has hiked the price of the restyled machine up to Y7,800 (£37) 
Despite all these figures, to western eyes the company still seems to have : 

pieces can be saved onto the a sentimental side. The date of the introduction was Valentine's Day. E 


Saturn's memory card. 

Apparently, the developers chose 
the Saturn because its joypads lent 
themselves readily to musical 
reinvention. The pad's buttons are 
each assigned a note, with the 
shoulder buttons altering the pitch. 
Pressing left and right on the D-Pad 
selects sharps and flats, while up 
and down shifts octaves accordingly. 

Early reports suggest that getting 
the hang of the joypad isn't a trivial 
task. But with the middle-classes 
shelling out for piano and guitar 
lessons, how difficult can it be to 
persuade them to send their children 
for lessons in using the Saturn's 
controller? At least getting children to 
do their music homework 
shouldn't be a problem. = 
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- z SATURN BEATS RAP 

The new aerodynamically moulded Super Famicom relaunch coincides appropriately with SEGA GETS WARPED 
the grand switching on of the Nintendo Power service, a scheme enabling players to buy 

a range of software from their local grocery store whenever they pop out for some bread‏ ا انو O‏ ف A‏ وة 
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“hil Harrison has risen through the ranks of Sony Computer Entertainment 
to become instrumental in the machine's success, not just in Europe, but 
| also in the US where he now resides, Edge recently met him in SCEA’s 
home of Foster City, near San Francisco, to try and procure Information about the 
inevitable successor to the PlayStation. At least, that was the plan... 





Edge: Tradiponally, no videogame company Nas берг able to паліта amit 
posten fram | one generation to the nex А Т OS bout to Nintendo's NES. Nintendéà 
Ist 40 Sega's Genesis, and then Sega lost tn Sony What's (he plan as tne gani age 
WINKS OCANTT fo its mewvitaiDie СОГ БГУ? 

Phil Harrison: Speculation about any future technology has ta be tempered with the 
facts. We believe that we're not ever] 25% done with the original PlayStatiori yet. 
Whatever methad you use tà calculate sales, we're doing great. 

Worldwide hardware sales have recently passed tne 20 million mark. We've 
gotten to a point where the hardware is at a low price and there is a very compelling. 
software catalogue. Consumers are buying it in droves. There is nothing to suggest, in 
any future, near- or medium-term, that the Playstation is going to run out of steam. So 
we're not even considering a next generation at this ime. 

Edge: You re ciaming that absolutely rej ane wiin Sony's RED i5 working orn a 
иа аа the PlayStation? TAL OUI] pe rantamount ro commerces sulade, given 
thar your 32-Dit rectmcoogy wil] Nave ti De repraced one day, ang teora 
PlayStation took almost edi vers t6 develop in full | 

PH: Well .- [smiles]. IL is true that Sony is a very R&D-led company. R&D has been 
the foundation of our company for more than 50 years. It is also true that the team 
that created the PlayStation's technology is still on staff. 

These people weren't fired, moved off, put Out to grass or given a new career 
path. They're working very hard on a variety of different PlayStation R&D projects, 
some of which are software-based, focused on delivering better sets of libraries and 
development tools to our developers so that they can make better gares. 

Edge: So Ie malonmy ot your RAD resources are being plaugtiecd to smesmilining Ius 
TEVE OTE pracess o Thes Tor tie existing Mayatation hardware. 2$ oppass to 
шәт? a ЗИК? 

PH: That s right. And if you compare today's PlayStation games to the very first ones, 
you'll see a definite Increase In quality. Some of this Is because developers are 
becoming comfortable with the environment and hardware – they're getting to 
understand it, and they're starting to make it sing. But another significant reason is 
that at Sony, we Nave continued to support our developers with new programming 
libraries. We've created new, more accomplished, more powerful APIS that enable 
developers to get even more power out of the machine. This has been the primary 
thrust of our R&D efforts over the last two or three years. 

Edge: Bur re hisrornical DCB! WITIN The videogame Industry «5 Ther when ari 
SSeS eG padonmm reéacnes Maturity — and ime Playsrauon nas reached Mal аре 
iS me m Start ШЕГУ ganut (ihe next sten frit misa danger frr Sore — that 
ТИКШЕ ese wi атп то бай 
PH: Historically, the driving force behind successive hardware generations has been 
the need to introduce, rather than merely wanting to introduce, a new technology. 
And right now there's no need for a new hardware generation 

Edge: Aye you ong about me needs af me ganire police —or the meéeds of the 
videcgame madustny? 

PH: In all senses of the industry. If you look at the 16011 cartridge model as an exam- 
pie, И ran out of steam — technically, creatively, and commercially. 

Edge: Actually; Nintenrdo Nad one of ds most promable years with Super NES after te 
onem efte Playstation and Saturn The fact malta Console Is көмө а: ЫЧ КЛ 
TUE WGN БЕТ 10 guarsrmee TS paret Company's future 

PH: You hit the nail on the head: Nintendo made a lot of profit, but the third-party 
industry was bleeding and coughing blood at the time. The odds were stacked 
against the industry because of the cartridge model, And the 160 crash, If you 
want to use that term, came about because of à lack of creative and technical 
innovation. The technology created barriers beyond which the developers could not 
move. You could not do anything else with a 16bit cartridge-based system beyond 
the rudimentary, sideways-scrolling, ermght-direction games, 

Therefore, what tended to nappen In sequels or iterative vérsions of games 


snatxti the market trom under your nose? 
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4 was that the difference between them was negligible. All means that 3D engines and CPU demands can be 
the games started to look the same. Consumers could not balanced to achieve optimum performance in the game 
discern a compelling difference between the prequel and environment which delivers more polygons, higher 


the sequel, therefore they voted with their feet and resolutions and faster frame rates. 
walked to those formats that did deliver creative Most important of all is game design. | think that 
innovation, And that format EUREN out to ре seal programmers are now comfortable with the PlayStation 


iei ere an ip ont graphics system and can concentrate on interesting and 
tion ga | 1 challenging Al; dynamics or other physical simulations. 
PH: NO, ar contest dn the ЕНИ that all This 15 perhaps the biggest Improvement seen in the 


PlayStation games are the same PlayStation games are racing genre with GT = the real-time dynamics for the car 

constantly improving and will continue to do 50 suspension system really works! The programmers were 
Weve just introduced the 2700-based development abie to. allocate CPU resources to handling the dynamics 

Series, a new PlayStation development system. It's а while калан avery MK id enne. 

program analyser and development system ail in one, Edge | THES те, 

which enables developers to get a global view of what 15 | 0 ad IN the next е 

going on inside the hardware at any one time. This: plac tid Ninmendeo and sess fall 

enables them to tune up their software to get à level of PH: It's а 2000 question. Certainly you can say that our 


technical performance that had previously пот been seen 
We've analysed almost all existing software titles, 
and we're confident that even the best games launched 
to date exploit less than half of the hardware's potential. 
Now we've worked out how to harness this extra power 
We've delivered tnis technology ito tne hands af the 
developers, and if they're up to the task we will see more 
and more hign-quality products, pushing the technology 
even нире Бс ој 1998 and into 1999. 
Edge 


РН: GT is currently my favourite PlayStation game ~ | 
spent most of the Christmas holidays playing it. l've been 
following the development of the game for a while and 
I'm delighted for Yoshida-san, Yamauchi-san and the rest 
of the team thatthe game has been so well received, 
Thisis a perfect example of à developer with a vision 


‘HISTORICALLY, THE DRIVING FORCE BEHIND SUCCESSIVE HARDWARE GENERATIONS IS THE NEED TO 


| INTRODUCE, RATHER THAN WANTING TO INTRODUCE, A NEW TECHNOLOGY’ з - Ee 


dnt а reléntiess desire to achieve perfection — and they Success, Dy Sei С meant our competitors zw 
‘were given the time to do it. Technically the game is very Edge: Ti hat Seva and Ninendo stu 
well executed — but | think the design iS what makes It Ü nE rhe Danson from ТЕ t0 the next generato 
stand out. The simulation portion 15 well implemented and | e extent they left the doo aper 

the whole passing your test thing 15 great fun, and 


teaches you the game at the same time. It's definitely PH: Um, I'll leave it up to Edge to pass comment on our 
raised the bar on the NEE اا‎ competitors’ business чеш. 

Edge 1 bene mace within Sony to creat: Edge 18 la Were you impressed with Ninrendo' 
PH: Technically, tne level of support we are able to offer PH: |! you ask me that өп asa gamer rather than as 
pur third parties and internal teams means that everyone an executive of Sorry, then from my heart I can answer 
has the power at their disposal to create games of this that | have always respected Nintendo. But ! don't think 
standard. New and more powerful tools like the 2700 its latest product offering lived up to either the marketing 
series development systemi means that developers can hype or my personal expectations. 

really bush the system. Prior to this tool the time and But as somebody who works for Sony Computer 
effort required to get any meaningful performance Entertainment, | have to imagine that our rivals were 
increase offen outweighed the perceived benefits £o the forced to act because of the strength of the PlayStation, 
consumer. Now а game can be written from the ground and as a result, they maybe acted prematurely or with 
up-with the programmers having full system-wide more haste than was appropriate, and they made 





analysis Gown to the lowest possible hardware level, This . mistakes, But this is not for me to comment on 
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Edge: You sid that Nintendo lost ground to Sony because 
Ihurti-pany SNES publishers were coughing Blood 


a gî а z А ! | T * 
these thin party галу, Sucn SS Асат ОГ ГА 


change of format upon me market? If nior, fo what extent 
по the hardware Mantitacturers do the seeme 
PH: it's a symbiotic relationship. The platform holder has 
to be taking certain commercial risks = ones that a third 
party ls unable to do = іп order to push the installed base 
forward. But you also have to ensure that the rest of the 
industry rallies around you. And that is wny we feel very 
confident with the PlayStation as a format 

We have na less support than we had two or three 
years ago. In fact, our support grows In sophistication, 
quality and investment every day. If publishers weren't 
making money out of the PlayStation format, tney would 
not be able to invest in development for the future. 

The PlayStation format was designed on two solid 
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premises: one, that it would be the creative choice of the 
development community, But equally important wes that 
it would be a gilt-edged commercial choice for the 
decision makers that live higher up the food chain within 
the software publishers. You have tà get the balance right 
between the two. You could deliver the most incredible 
technology, but if there wasn't a compelling installed 
base — or hope of an installed base - nobody would 
Support it because the peopie whe write the cheques 
want to see a return on their investment. 
Edge: But wile Sony and the main third perty 
au dm ei RICE TT EET. IE Таш FPigyotanon mare 
hardcore gamers will start looking for somethin new 
L'keurse Smt solare Омет wil Start OORT 
for footitolgs in emerging markers. Won't this ge anew 
niger poweretci pation 12 Оеп opoortuniy TO Challeng 
Iz Рау! superior 
PH: We do not see any competitive technology, be it 
hardware or software, that will form a significant 
challenge to the lasting success of the PlayStation 
Edge: Lets consider tipa in C from the PC Given. that 
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iri 1 Ul ү üh WEIS ! ah bae d |: 1 Fs h А tj т {ТИ A 
EXCITE, Û ywertul hardware, now can you ensure that thi 
third рагоў best deyeibpmant tears dor Mic PI 
емен? ETT Merê û Папин 
Tenet to strengln, Thain ie eyes 01 Gevelooers, 

QU es EIGOmTem с uld become a паска 


PH Most programmers, deep down, are artists. They 
want to express themselves on the broadest possible 
canvas that has mae broadest possible commercial 
application, The PlayStation Is the only format around tne 
World that алом the developer to reach an audience о! 
tens of millions of consumers 

Edge: * иті гера: РС рате market as: а mreat? 
PH: The PC i5 a very polarised | hardcore market ~ а very 
smali number of people Duy a lotat software. Yes, there 
is innovation in the PC market with the 3D graphics cards 
but these are ѕабсіес to a two, tree, four-mousand 





dollar box, It's neither a mass market proposition nor a 
technaiogy Іпат = competipye wimi me wali! Samo uy 
Edge: in that case, ni | 
wüuld You attribute 10 its appesi to tl gem uii 
ihe hardcore gaming trate 
PH: We did it by having the best possible games at the 
best possible price, Consumers reacted positively to what 
we had to offer, and have Deen rewarded with à stream 
of games that shows no signs of SOWInEE down 
Edge: | дп Oy уш et \ wer мү 
[ИЙ IF = IN OMe Wards, | |! VT — ale 
Diayine oie PO nn thar i ' a | an 
соге gamers so first, the Caiudl go А 
РН: | don't believe that to be the case. The PC market is 
very insular. It doesnt grow, it iust regenerates itself on a 
regular basis by forcing the Same consumers to invest 
more money in the same box, ог buying à new box 
because they need to get a Pentium or 3Dfx or what 
have you, The PC does not permeate the mass market 
the same way thal a 5065-5200 esie iris КЕСПЕ 
— Hasn't the роси 55 
Games тас Si метин | 
РН: We predicted that the PC в Gêr would 
improve. The fundamental ‘aw that governs the 
performance of PC technology 15а straight, Upward ling 
We knew this would happen, and it Goesn E necessarily 
threaten the PlayStation. It's a different market; it appeals 
to a different kind of consumer And as we penetrate the 
mass market, he difference between а PlayStation 
consumer апо a dig-hard PC Consumer broadens 


Edge: Another big attraction for gaming on the PC is the 
otential tar оте play The PlayStation doesn't have а 
7 x feta s |: 4mm mn - Ju TET T 

ИР Т = min B ТСИ 


PH: No, because nobody makes any profit from selling 
online games. It. nas become more of a ‘feature’ Tor PC 
games — a Dullet point on the box — than a Dusiness 

model (o adc to the profit potential of any опе title 

Edge: Whai we're establishing hare is thal you're nat be 
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fate armi ol Deora ne с ma 
PH: The Р! aystat on is so successful now because some 
very perspicacious people in Japan made some very 
inspired choices about certain forms af technology in 
1993. They forecast that by the time we got to 1995/1997, 
the price, avallability and supply of this technology would 
be broad and cheap enough to deliver a $150 box. As you 
know, we launched ar $300 in the U.S. and at $400 In 
Japan. Yet we were still losing money on the hardware, 
even at these prices. But we knew, because of some very 
inspired decisions, that we would be riding a downward 
curve in price ~ and that come 1997, we could offer this 
technology at a competitive rate. 

Any new company that enters the business must 
nave a similarly broad view of what's going on in the chip 
and production technology markets. It has to паме skills 
which, frankly, very few companies in the world have. 

Building two million PlayStations is no mean feat, and 
it involves a whole department of people whose job it is 
to ensure that we have a constant supply of PlayStation 
components from more than one hundred different 
sources. TO succeed doesn't just take a bag full of cash 
and some smart technology. Success requires you to 
master the control of some very sophisticated, 
interconnecting elements. While l'm sure there are other 
companies that have a piece of the pie, | don't believe 
there is any other company that could bring all the pieces 
to the table at the same time 
Edge | 


PH: Our competitors in ihe Dig, Dig sense are other ways 
in which people can spend their disposable time. There 
are only so many hours in the day that can be expended 
on entertainment — 3 certain number ûf hours are 
dedicated to Sleeping, eating, working, or going to school. 
Only after these things can people watch television, 
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he doesn't buy music per se. He buys software. It just 
happens to be a radically different form of entertainment 
from what | consider to be entertainment. 

| think that we will see the PlayStation evolve into a 
multi-use device that isn't inherently linked to one form of 
entertainment or another, In fact, this 15 one of the 
reasons why we don't bundle any software with the the 
basic package, and a major reason for the neutral design 
of the case itself. It doesn't shout one particular form of 
entertainment or another. It's a player for ail sorts of 
entertainment rather than a hardware device thal you 
happen to twm a OON ND action РЕ 
Iz пре | i 


PH: Weil, first of all, nobody should belittle the 
significance or importance of driving, shooting, fighting, 
and guiding a marsupial through a fantasy world, These 
‘games are bastions of our marketplace and will continue 
to be very significant portions, Our job now is to grow the 
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watch a rented movie, listen to music, or enjoy Some new 


form of entertainment. Sony's challenge is to present to 
the consumer a very compelling set of products that 
enable them to change and shift their attitude towards 
interactive entertainment - perhaps even to affect the 
way they consume media in a wider sense 

к: TTE rep те ало т 


PH: Absolutely. Опе of Sony's fundamental goals is to 
establish legitimate forms of entertainment that are far 
removed from the games we are raving about today. We 
will have consumers who look at their PlayStation as a 
totally different form of entertainment device. 

I'll give you an example of what I'm talking about 
Entertainment with a CD player to you might mean "The 
Ramones Greatest Hits’, but tû me it means a totally 
different type of musical entertainment. To my dad it 
means classical music — he stares with siack-jawed hor- 
ror at most contemporary music, but that doesn't mean 


PlayStation appeal beyond the core gamer, 

One example is PaRappa the Rapper - iust one tiny 
step down the road towards new forms of entertainment. 
It sticks out right now when compared to the fighting, dri- 
ving and action games that are traditional in the 
marketplace. But two, three, or four years from now, 
these new forms of entertainment won't stand out quite 
50 obviously because they will become accepted staples 
within a new and very, very interesting marketplace. 
Edge: | ve t arit tha c OF} 

ALLTEL ELA. 2| 

Phil: Well, thee b: a к of TAR that 
everybody seems to talk about at the moment. This stuff 
is considered cutting edge now, but we know, trom 
Sony's view of the world, that Iwill appear old hat very 
quickly. So anybody who tries to place a stake in the 
ground today and predict the future has got to be 
very brave indeed. And I'm not gonna be first... 


| €DGE MARCH 1998 








Eo! = 
[^ , 
ret ü 
= | 

d 
1 Pet, 





REEN INTRO 


A roll call of the newest arrivals in the world of videogaming 


Hitting the bump stops 


Why do PC racing titles so far short of their console brethren? 
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Screame. Г leads a field of 
FOCA (centre) te typically strides ahead of dedicated 


The videogames making waves before their arrival 


Bust a Move 


1080* Snowboarding 


(PS) Enix 
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ыў Réviseti and refreshed, this month's Alphas are kick-started by a searing PC blaster from Psygnosis 





TELLURIAN DEFENDER 








Developed in the UK, Psygnosis latest project 
has. at first glance, much in common with 
Nintenco s Star Fox ód. Navigating around the 
expansive environments, players must defend 

a meteor-Dattered earth from alien inyasion 
Delving deeper into the projected list of gameplay 
elements reveals plans for that catch-all factor, 
‘resource Management’ to augment the action 
However, trigger happy PC owners need not 
despair, as the strategy is an adjunct to 


Defender s shoot em up roots 
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While Commang & CONGUE made Westwood Studios name, 1997 5 


Dune 2" Battle for Arakkrs blazed the trail that C&C followed. Now the RAMPAGE: WORLD TOUR 
Las Vegas strategy overlord has refitted the Dune license with the various Cult arcade munch ‘em up 
ыыы Е Lad E ин I Fi 
тргометепіх wrought on the Conquer games. Most significant is the Rampage has already beer 
Les FIERE Go СЕН Ер ЫҢ! 


implementation of an Internet multiplayer game, coupled with updates to treated to updates on both 





the Al and interface. interested parties should mark May 1 in their diaries Saturn and PlayStation, Rather 


than leaving N64 owners out In 













the cold, Midway (published in 
the UK by GT Interactive) has 
created a unique version of the 
game for them. The three 
player game (missing from 
other versions) will make the 
transition to the Né4 iteration, 


which will be arcade perfect 


p, 


BOMBERMAN HERO: QUEEN MILIAN’S RESCUE — 






Anyone with even a modest affection for videogaming will have shed a tear over the failure of Bomberman ád 
to pass Muster, Perhaps realising the error of its ways, Hudson Soft has rapidly announced this sequel, dubbed 
Bomberman Hero. While visually similar to the first game, a (much-needed) structural revamp is underway. The 


explosive adventurer can now Ше several props, from snownboards to rocket packs. Expect further details soon 
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GRUESOME CRSTLE 


ay between Super Mario é4 an 


ye-style zoom mode (once 


an developer Gee Whiz Entertainment ! 


“ 


а 


ite, Next бепегапоп Online. Edge was surprised її 


pair Of Dinoculars nas t 


a Monkey island. Hardware 


find à t 


ТЫ =. 


a] 


ап ODLI 


version of this 3Dfx plattorm/adventure 


n 


= 


LS] 


d 


detailed and diverting game, gifted 


Caste with a 


di. A distributor nas yet to be confirmed 
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5 ескт Balls isa crazy 


Pencilled in for a May release in the US, Acclaim 
on-rais racing ttle for the М, suspiciously reminiscent of DMA's unsung 


SNES hero Unirally. Against CPU, Clock ог another primate, tne player must 


successfully guide one of the eponymous globes 


n the chase to the 


course's peak. Standing in the path of victory are gaps іп the tracks, only 


passable via the timely deployment of a grappling hook fitted to each hall 





tie visual NZ 
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While the Saturn's popularity may be on the wane in Western markets, 
lapanese punters who have kept the faith will spon be treated to Gun 
Griffon 2. Produced Dy long-standing Sega specialist Takeshi муу 

GG? t$ an epic Mech сапе game, notable for the macro-scaie resea 


undertaken Tor its development PlayStation and Nó4 versions nave 


been ruled out, while a Certain next-generation Sega platform beckon: 


1 3 d. 


TOSHIMITSU 


The latest images from the PlayStation version of Namco's Tekken 3 reveal that work is continuing apace. As suspected, 3D backdrops 
have been retained, at least for certain stages. Although Namco describes this as опу 40 per cent complete, transparency effects ~ and 
swordsman Yoshimitsu – look impressive. in similar fasnion to the previous Tekken ties, certain attacks are bone-crunching In effect, and 


acrobatic in execution. Expect а Japanese release on March 26, If all goes to plan, with а US date in Apri and a PAL version third-quarter 
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4 "ПМТ 
INCOMING 
Further to last issue s extensive Prescreen of the game, Rage quickly 


delivered these fresh screenshots trom incoming to Edge. increasing in 





visual Magnetism by tne day, Каре s acton-fest now boasts à splitscreen 
Id Software has contirmed а two player mode (below пеп), and two fresh environments; desert (below 


forthcoming set of Capture The left) and over-sea. More explosive effects, plus a variety of extra craft, 





Flag multiplayer missions for continue to be added. See News for screens produced by Intel's AGP port 


its PC grancd-siam, Quake 2 








хаата inspiration from classi 
TYE OU games, Cay 
нае 5 name pretty mug 


Explains the goal; to steal the 


appaosing team s banner 
OUViOusly, te inciusión of 
(НЕЁ 2's varied arsenal makes 


"or a rather more dangerous 


experience than a game of tag 


Fhing in tresn from Japan comes Koet's EET, Initially simiar tà Кессел Evil, its gameplay actually falls somewhere between Capcom's 
classic and a scrolling beat em up of the Double Dragon vanety. Originally bundled with Videologic s PowervR саго (а package that can now 
Le mung in Tokyo for around ¥9,800 (E471), rom where these screens are taken, Erugma 15 now en route Tor the Playstation Adding variety го 


the game s fight sequences, koei has included both nand-to-hand and armed combat, with interest underpinned by а simple tale to explore 
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Although scheduled for a March appearance, very little has been seen 

of EA's PlayStation and PC interpretation of its likeable Dikê ‘em up title, 
leading Edge to suspect it will suffer from delays. As subtly hinted at in 
the game's titie, this time around tne action takes place in 3D landscapes 


After frantically playing Square Soft's one-on-one fighting game at ATE! 
Edge сап heartily recommend it to fans of the genre, As mentioned ir 
E52 5 Prescreen, Frene’s multilayered arenas greatly expand the options 


available ШҮ! E comoat, With certa Заре D SON Pad across pnree Nm els 


Published by Namco, the game also offers solid animation and collision 





detection (50 often lacking from 


beat ‘em ups), and well-paced action 


lange 3 Comi simu atoms nas 


carved itself a (well deserved) 


reputation for fantastically 


aetailecd recreations Of military 


urcrart on the PC. The group 5 
\{Е ‘pation -15 ones 


nothing to buck the trend 
tearuring the now-obDgatory 
3D acceteration. The controls 
are remarkabDiy easy to master, 
PIVEN the complexity of the 


aircraft, although Edge’ Gons 


soon nad the piot biacung-out 





Based around а fairty obscure American cartoon, EA's Reboot steals 
Marty MCFN' s hoverpoard from Back to the Future 2 and uses it to 
facilitate а sci-fi romp around the TV senes themes. Hopefully the 


tricky control system will be sorted Dy the time it 5 released this summer 
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MARS MANIACS 


Still without а publisher at the 
time of writing, this 3Dfx racing 
game irom тле multnatona 
codeshoo Church of Electronic 
Entertainment, is technically 
highly impressive, Set on Mars, 
players get to race around in 
jet-propalled futuristic vehicles 
inspired by 19505 US muscle 
cars. These were designed 

n France by a team who aio 
contributed design work to Luc 


Besson's ‘The Fifth Element 
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Previously known às Anarchy, this action/Strategy title trom German 


























developer Terratools Computer Graphics Solution promises to take the 
genre one step further by combining realtime strategy with action 
elements over 30 levels played either in single or multiplayer mode. The 
game is best described as a 3D Command & Conquer. Whether it delivers 


what it the promises will be seen when the Rame 15 released later this year 


Work continues оп Konami's title (release date has yet to be determined) 
which would benefit from sligntly more responsive controls and special 
effects if it's poing to take the Né4 beat "em up tithe. In its favour, it boasts 


a neatttry frame rate with some mcely animated and detailed characters 





After Kalisto's beautiful but somewhat empty Ultimate Race Pro (see Testscreen ров) Digital Illusions 
decision to concentrate on Al for Motorhead, its new PC racer, seems wise. The developer claims 
there are no pre-defined routes in Motorhead, Rather, each driver has а unique personality and 
makes realtime decisions. But with a top resolution of 1,800 x 1,200 at SOfps, its hardly a dog either 
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TE js E BE big _ git These new shots of a near-completed version af the sequel to Sega's 
00 op 90 | 1 E tn 

| highly successful, first arcade rallying venture -ilustrate the treacherous 
snow-covered stage and the extent that the developers have gone to 
in trying to recreate a realistic atmosphere. Such details as spectators 


scattering out of the way of an incoming vehicle (far left) and drowning arent 





the action in a sea of frantic flashirgnts (below) are impressive 


While Activision s revamped 
Battiezone follows the current 
vogue for tangling Strategic 
eiements into a 3D combat 
вате, Reco remains staunchly 
true to the formula the Atari 
original defined, Players must 


| | guide a futuristic tank through 
Er., И Шо rae P 


li. 3) missions spread aver Six 
words, апа = somewhat 


unusualy -narndware 


acceration is not compulsany 


к" | #4 o he 
DERD OR RLIVE 


тог piayers to enjoy Ine game 
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Having emerged from the arcades and graced the Saturn with a particularly playable version (see E53), Тесто s 
beat em up will soon arrrve on the PlayStation. Ha Ving Carned Over the best features from the Saturn adaptation, 
the game will also include additional touches such as new Stages, extra characters and alternative OUTS 


However, the most significant change - in terms of playability – will be the promised Dual Shock compatibility 


ALPHAS 


6-DARLUS 

aita s PlayStation conversion 
promises to be a faithful 
representation oF (пе arcage 
shoot “em up, with all of the 
numerous, gigantic and 
rotating sprites making an 
appearance throughout the 
game's 15 zones — featuring 
30 areas. Judging by the 
game s current form, the 
finished version could prove 


a Contender tor the current 


leader of the genre, Ray Storm 
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Players eagerly awaiting the PlayStation interpretation of Activision S very 
enjoyable interstate ‘74, might be interested to learn that the project nas 
transtormed itsel into а car combat sim and (regrettably) appears to have 
lost most of its seventies-mfiuenced atmosphere. However, initial 
impressions of its replacement are good, with commendable car physics, 


imaginative environments, pawertul weapons and relentless action 















Nintendo 44 fighting games are now coming thick and fast. Desperately 
trying not to follow in the footsteps of Midway's previous assault on the 
genre. War Gods, Is Blo Freaks. Developed in the UK by Saffire, rapid 

battles and skin-soft texture mapping are two of the game's plus points 


BANJO-KAZOOIE 


aut" ae 





Rare's soon-to-De-released colourful extravaganza (5 still scheduled for а March release, and these 
latest screenshots offer further indication of what awaits players, Considering the playable versions 
Edge has seen recently, gamers can confidently expect another title displaying all of Rare's game 
design skill coupled with the Né4 expertise the company has consistently shown over the last year 
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So far, DMA has proved to be the least productive member of Nintendo's ‘Dream Team’, 
so expectations for this retro-tinged space adventure are correspondingly high 


| MA, a champion of eclectic, innovative 
game concepts, was à natural choice 

for Nintendo's ‘Dream Team’. With a track 
record including Unirally for the SNES, Hired 
Guns for the Amiga, the universal nit 
Lemmings and, more recently, the 
controversial Grand Theft Auto, DMA has a 
burden of expectation to live up to. Edge was 
privileged to be granted a preview of its first 
N64 project Space Station Silicon Valley, and 
first impressions are very favourable. 

Germinated in the fertile mind of DMA's 
"full time guru’ David Jones (now also creative 
director at parent company Gremlin 
Interactive), Silicon Valley requires the player 
to regain control of an ancient space station 

























Snow-themed sections 
may not scream 


originality, but DMA will à 









doubtless offer a surprise 
or two to prevent the 
game being predictable 











Some of the characters 


appear to be better 
realised than others... 





that has reappeared after a thousand-year 
absence. Complicating matters are the 
oddball descendants of the ship's 'Nanobots', 
created as part of the craft's experimental 
mission to create ‘living robots 

In the millenia since the ship's 
disappearance in 2050, the Nanobots nave 
evolved inta forms that will go down in 
history as some of the strangest game 
characters to have originated from designers 
operating within the western hemisphere 
Players will be confronted by menagerie of 
mind-bending, acidic scope, from dancing 
sheep and flying dogs to juggling bears and 
rocket-wielding foxes 

Once an impressively specced battie 
droid (dubbed EVO), the player's character 
begins the game in the denuded form of à 
box of chips following an unfortunate 
encounter with the space station's Surviving 
defences. What makes Silicon Valley 
particularly interesting is that this rather less 
than impressive package can still бе used to 
seize Control of all of the game's creatures 


в чаї? 
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Uns ingly, not all 
м pene tees place 





DMA's designers have unleashed their apparently unhinged 





МЕНЕ with aplomb - | 


there won't be many games with characters to rival those of Space Station Silicon Valley 





and their abilities. Gamers with long 
memories (and a history of good taste) will 
doubtless recall Andrew Braybrook s 8 and 
16-bit classic Paradroid, which featured a 
similar gameplay system. DMA's Brian 
Baglow concurs with this, although ne adds 
that Paradroid didn't allow you to kill sheep 
or catch flies with your tongue,’ 

The space station's cavernous interior hàs 
afforded the designers room to breathe 
Silicon Valley boasts 30 levels spread over 
five distinct environments; FuroFden, Arctic, 
Jungle, Desert and, finally, the ship's control 
room. Following the GTA precedent, there will 
be a number of sub-missions within each 
stage. Completing all these peripheral tasks in 
addition to the levels proper will reveal a set 
of extra stages; and, givén the cartridge's 
ó4Mbit (Mb) size, there is reasonable scope 


for Silicon Valley to contain as rich a variety of 
locales and creatures as Super Mario 64 

Silicon Valley's colourful visuals might 
cause it to De pigeonholed alongside 
Nintendo's traditional cutesy, inoffensive fare 
However, Baglow doesn't necessarily agree 
with that view. 'Some people will see this as a 
kid's game simply because it doesn't have a 
rocket launcher and heads bouncing off 
walls. They're wrong — Silicon Valley has a 
very, very twisted storyline that will definitely 
appealto а “grown-up audience, I'm not 
going to tell you exactiy what it is, though 

The enigma that Baglow |S so keen to 
preserve for the present will be exposed later 
this year. The nine-strong development team 
Is optimistic that Silicon Valley will be one of 
next Christmas' must-have titles; Edge 
sees little reason to doubt it 
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Despite their polygon 
nature, the characters 
manage to exude a high 
degree of charisma 








PRESCREEN 


SHADOW 
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Acclaim's comic book rights gave Turok a wealth of leftfield comic book credibility. 
Can Iguana UK utilise Shadow Man's similar roots to forge a success? 


E 
ч+/ 


mu hadow Man, another of Acclaim's 
n comic book properties, has lingered on 
the periphery of specialist store shelves for 
much of its existence. But all that may 
change now that he is poised ro become the 
hero of his own game — one that should turn 
as many heads as stablemate Turok 
Dinosaur Hunter did before. 

Following its exclusive first look at the 
game in E47, Edge returned to Iguana UK's 
Stockton-on-Tees headquarters to gauge 
the game s progress Shadow мап s 
conception was relatively simple, although its 
story is anything but. "We created the 
engine, Iguana UK s creative director Guy 
Miller says, ‘and Acclaim said, "here are 
some comics — which one would you like tà 
do?’ There were about eight of them, but we 
picked out 5hadow Man immediately. 

What the team found was the dark and 
complex tale of a dead man named LeRoi, 
who travels berween real life and a 
netherworld called 'Deadside , wherein ne 
possesses the voodoo power of the Shadow 





Resident Evil has met 


its match, in the my 
locations war, A seo | 













Man. LeRoi 15 also a professor of English 
literature — and an assassin. Iguana has 
done well to translate the character's 
richness into a videogame environment 
Assuming the role of Shadow Man, the 
player must prevent a cadre of dead mass 
murderers from opening up gateways to 
the real world througn which the armies of 
darkness can pour forth, Play shifts from 
Deadside to the living world and back again, 
with the player being forced to cope with 
juggling the roles of ево and Shadow Man 
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TAKING ec ROLE T эчү MAN HIMSELF, PLAYERS 


Г PREVENT Е 


A CADRE OF DEAD MASS MURDERERS 


FROM OPENING UP GRTEWRYS TO THE RERL WORLD 


while evading the murderous pursuers 
Depending on which world the player is in, 
enemies take on different physical forms or 
adopt cunning disguises 


‘We've taken “Seven”, “Silence of the 


Lambs", 


says Iguana UK's Project Manager Simon 


Phipps, ‘and we've tried to mimic the coolest 





parts." Phipps is adamant that Iguana's new 


Shadow Man's art direction reflects many of the current trends in comic 
book design, creating unique and fascinating locations, with rich colour 





“Jacob's Ladder’, all those thrillers,” 
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ER 


As these screens show, NI shane un i» ze balove Ма 


could | become ger eek 


3D action/adventure engine will take the 
horror genre to the next level. “You can t 
make people laugh easily in games, he 
begins, 'and you certainly can't make them 
cry. But you can scare them.' 

Aiready apparent are the technological 
advances that will set Shadow Man apart 
from the rest of the pack. Of particular note 
Is the game's Al, and the vast dimensions of 
many of the game's locations 

Shadow Man's range of movement I5 also 
a step forward. 'The technology should not 
stop you from doing things you want to do, 
Says Phipps. So instead of holstering a gun 
before rolling torward and producing a key, 
the player can now do it all in one move 

iguana began by creating the real-world 
elements of the game (set in New Orleans) 
before dreaming up the Deadside. Inspiration 
lay close at hand, however, among Northern 
England's industrial debris. We've drawn on 
some local locations,’ Phipps explains. We 
wanted a Cronenberg-esque look that would 
make the player feel uncomfortable.’ 

Both Phipps and Miller were once 
employed at Core Design, and one design 
priority of Shadow Man was to implement 
Com epts à and piesa that were 


а ТИЕ REN 


ee "We warnt to take the story and 
weave it into the game so you are exploring If 
as you progress, says Miller. What you 
usually get with games is this incredible Dack 
story, and then the game comes along and 
you just run around shooting stuff.” 

i Shadow Man lives up to its Creators. 
expectations, Né4 and PC owners will 4 
have an autumn to remember 


However, crocodile grappling 
extreme sport (top left) 











ез, 
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While most developers bitten by the racing bug might go down the typical car-based road, 
Criterion Studios is taking an alternate route in releasing a bike-related arcade experience 





EG iven the success of PC Moto Racer, it | 
п - г "1 i 1 *F ғ * 
КАЙ surprising to find so few examples of 
wo wheeled vehicle-Dased titles among tne 


ir ТРГУ РЫР PAPIRO ari YXsenitn tha 
E ICTEHSI E ei Ig t rire D SHITE 1 Nn 


fac 
that car Motorsport is more widespread tnat 
Its Dike counterpart, this is still an ооо set от 
circumstances given that motor усте racing 

has a huge following and, when competently 


developed, bike garnes can provide as 





If the version Edge played is anything to go by, the ather riders facing the 
amd should prove formidable o ents in the final version. The racing 
action also seems close, with pa nts swapping positions endlessly 





exhilarating an experience as any four 
wheeled racer 

Commendably, rather thar adding to the 
burgeoning quantity of car-based racing 
games, Guildford-based Criterion Studios is 
attempting to steal tne laurels from 
Delphine's genre leader. "We figured racing 
was the experience we wanted, explains 
Jonathan Small, Criterion's head of game 
development. We figured PCs now have the 
performance to provide the full arcade 
experience... g000 DIKE racing games were 
rare and had some fundamental differences 
to car racing games, not least the 
vulnerability of the rider.' 

Perhaps predictably, the physics models 
proved to be the most testing challenge. This 
turned out to be an exce ptionally hard 
problem = how does а human пое a Dike? 
Ask a Dike rider and you get Some pretty 
weird answers,’ declares Small 

‘You don't need to turn the front wheel to 
steer the bike, it's all through weight... then 





_ ry RD 





Because of its arcade-style approach, the range of courses in Redline 
Racing encompasses the full breadth of orthodox racing environments 





f course bike riders know when the corner is 
ierefore start their motions well 
before it. Using normal computer controls, 
this would require the game controlling the 
rider to predict wnat tne rider would nave to 
do. Modelling people's intentions, mmm... ail Redline Racing offers players the chance to 


= d 





of a sudden a car racing game seemed race on a total of ten (reversible) tracks 
incredibly attractive. featuring tour different environments = 

At one stage of development, the team English countryside, desert canyon, alpine, 
had ten different physics models running, and beach - against 19 other competitors. 
including one which attempted to emulate a The usual arcade, time trial and network 
real rider's approach to a corner. Iit) sort of options as well as force-TeedDack joystick 
worked except that it was bloody hard to support complete the package 
control and fundamentally, it wasn't that Visually the game 15 also impressive, with 
much fun, says Small. ‘It was cool, though - highly detailed scenery whizzing past at very 
you could blow the bike up and have the smooth and fast rate, courtesy of Intel s AGP 
wheels bouncing down the road, and you acceleration which permits greater data 
could move the weight of the rider and watch throughput between the CPU and the video 
Its effect on the suspension." card. Criterion is not including a Software 

Yet Criterion stuck at it and the resulting version so potential bikers will have to = if 

they naven't already — invest in a pukka зр 

card. The resulting racing environment, 
particularly the snow course, with its realtime 
lighting, weather and particle effects 
somehow justifies the expense 

As with any racing game, there are extras 
to reward players and keep their interest in 
the title. As such, an eclectic collection of 
bonus vehicles — which includes an airborne 
speeder bike in the style of ‘Return of the 
Jedi' — awaits selection. In addition, Criterion 
will be offering Redline Racing players the E 
opportunity to download extra tracks and E 
vehicles from its website A 

The version Edge played posed a 
particularly tough challenge, with very little 
room for error. Whether this might prove too 
much for some players remains to De seen, 
yet things are looking good for Criterion. In its 
present form, Redline Racing boasts better 
visuals and a more elaborate physics model 
than any of its predecessors and may also 
deliver the most convincing arcade-like = 
The obligatory replay mode uses the usual experience so far | 
low, dramatic camera angles to good effect 





— 





The alpine sections in 
the game feature some 
impressive - and 
apposite - weather 
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FORSAK 


The success of Turok: Dinosaur Hunter gave a struggling Acclaim a shot in the arm last year. 
Can a new Descent-alike further re-establish the American-owned softco as a major force? 





All incarnations of Forsaken will support multiplayer gaming. On a PC up to 
ten players can meet over a LAN or the Internet while the PlayStation and 
the N64 treatments will offer two and fourplayer modes respectively 





With subterranean passages, robot 
guardians and 360 degrees freedom of 
movement, the resemblance to interplay s 
seminal Descent is unmistakable. But Probe's 
aim is not to copy but to evolve the genre 
Forsaken offers lots more variety on all 
or far too long, the otherwise admirable plattorms than Descent ever did. The player 
'ancept of cross-platform development has 11 characters to cnoose from, each with 
has been flawed by lazy execution. Happily, different driving and combat abilities. And 
Acclaim s approach with Forsaken is more Forsaken 5 16 disparate levels should also 
eniigntened than a rusned роп keep things fresh 

This 3D blaster will come in NA, PC and 
PlayStation favours, But while each adheres 
to the same template, which Edge reported 
an from the offices of Probe in E47, the N64 
game is markedly different in both plot and 
play. Probe's involvement continues on the 
PC and PlayStation versions, where Forsaken 
Is set in a post-apocalyptic future. The solar 
system has been accidentally irradiated and, 
after the precautionary installation of 
anti-theft droids, abandoned. Assuming the 
The debt that Probe's role of a scavenger, the player takes to an 
ame owes to Descent anti-gravity pinacycle and seeks fortune 
s instantly obvious through exploration and confrontation 

— Acclaim's brief was for a significantly 
different game, ‘more Nintendo-ish' 
according to Iguana UK s project manager 
Bob McCracken. For starters, Probe's 
free-for-all plot has been replaced with a 
heroic quest. In Forsaken 64, the robots are 
now a ruthless force that has conquered the 
Earth. In turn, the characters are warriors 


striving to overthrow them. It's amazing what 
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Origin | a bit of PR can do for a space pirate The tation version of Forsaken has been massively sed with 
оч ارچ‎ effort to keep up with the other two | 
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The specially commissioned soundtrack to Forsaken is being created by а 
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tw 
by 'name' DJs. Sadly, Acclaim has so far refused to name any names 





It's not just one brown level followed by in an hour, and what he terms ‘bump panel 









another or a mine followed Dy a mine, as players’ — gamers who leave no stone 
Probe's director of development, Tony unturned in their search for secret levels, 
Beckwith was happy to explain. "We have à bosses and exotic weapons 
capsized ship, а space station, Віс-дотеѕ, Weapons and characters will remain the 
Aztec temples and loads more.’ same, although there are only eight of the 
There are also a healthy variety of latter on the №4, but probably the Diggest 
weapons, centred around three types - guns, difference lies in the level designs. The Nó4 
mines and missiles. ‘It'S been Cleverly thought version will have 23 levels in all, based 
out, claims Beckwith. "There are instant-hit, around five types: collect, defend, destroy, 
spreadfire and bouncing weapons. The player clear and boss missions 
has to think tactically.' "We don't want to say too much at the 
On an accelerated PC, Forsaken |ooks moment, but the game experience evolves 
stunning. The lighting effects are particularly and expands depending upon the skill and 
noteworthy, with most objects emitting their inquisitiveness of the player,’ says 
own glow. But Beckwith is most proud of the McCracken. And this doesn't mean putting 
water, boasting "when drips splash into the them through the same missions again but Coloured lighting and a 
water, it causes ripples to expand outward in with twice as many enemies.’ big boss from the 
concentric circles. It looks impressive on all Edge awaits all three versions of PlayStation's Forsaken 





three formats. Forsaken with relish. 
On the PC, it 5 all done with Direct 3D, 
although Beckwith claims that observers 
mistook an earlier self-playing derno for a 
Glide-driven 3Dfx game. Edge has also 
witnessed Forsaken running on a Creative 
Labs 3D Blaster Voodoo 2 to dazzling effect 
The PlayStation version obviously 
struggles to match such turbo-charged PCs 
Heavy use of Sony's new PlayStation 
Performance Analyzer and painstaking 
optimisation with assembly code is Probe's 
strategy for tackling the greying console 
After Turok, Iguana s technical expertise 
with Nintendo's console is already beyond 
doubt. Perhaps more interesting Is the extent 
to which the codeshop has taken on board 
Nintendo's mindset. Design-wise, we have 
adopted the Nintendo design principle of 
rewarding both ends of the gameplay 
spectrum,’ McCracken says. He sees these 
extremes as the ‘speed player’, who needs 
Empty slots can be enough missions, graphical effects and - = i 
taken up by CPU challenges to pick up and put down the game | The wide tunnels and spaces in Forsaken are impressive, but Edge 
players in Forsaken 64 wonders if gamers will miss the claustrophobic atmosphere of Descent 
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Now that the PlayStation has the definitive RPG in the form of Final Fantasy VII, the N64 
has some ground to make up. Along with Nintendo itself, Imagineer is taking up the baton... 
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The environments in the game rival those of the forthcoming Legend of 
Zelda: Ocarina of Time, ng some quite astonishing views (top) | 


riginally dubbed Quest 64, Imagineer's 

Ї RPG seemed destined to disappear into 
the black hole of rhetoric that has consumed 
50 many potential N&4 tithes. Happily, 
however, Edge can now confirm that Holy 
Magic Century, as it is now Known in the 
west, is in excellent health and set for release 
in the UK бу Konami this summer 

Century is based around the adventures 
of a young boy (Currently named Shanjanque, 
although Such details are particularly subject 
to change), gifted with powers over the tour 
elements. He must employ nis magical 
abilities to aid him as ne searches for the lost 
book of the Spirit Tamers. During the turn- 
based combat, players can access 














up around the character and his 
-to-hand combat, magic is preferable 


Shanjanque's spelis through the Né4's four C 
buttons, to great visual effect 

Upon first venturing into the game, the 
smoothness and scope of the graphics 15 
extremely impressive. The animation of the 
main character is reminiscent of Mario in his 
Abit guise, while the scale of environments 
also draws comparison with Super Mario 64 
Distant objects are Clearly drawn, increasing 
in detail as players approach, as Edge 
discovered when examining white flecks that 
eventually revealed themselves to be sheep 

There is a mild reduction in frame rate 
wnen the cnaracter enters towns and 
villages, but given the number of structures 
and other characters on screen at the same 
time, it's forgivable 

With Zelda: Ocarina of Time hitting shop 
shelves in the same quarter, Holy Magic 
Century could find itself cold shouldered Dy 
consumers. Conversely, with gamers 
appetites whetted, Century may hind the 
market eager for more, and on the early э = 
promise shown by the game, that de The va of NPCs 
attention should be well deserved found in the game are 

diverse and detailed 
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The days аге depressingly short and the nights interminahly long, but at 
least Finland has the perfect clime for coding. Edge met resident shoot ‘em 
un technicians Housemarque — a developer with a reputation for pushing 
technology well beyond the realms of feasibility. Time for a reality check... 


апо: а land of heh living 
(standards), long (winter) 
mienis апо scenery tO die TOI 


n fact, for Scandinavia still 





Literally, 
laims too many of the world's suicides 


Exactly where Housemargaue Games (a 


PC codeshop that admits it’s abSessed 
with getting the best out of embryonii 
technologies) fits into his landscape Is 
inclear. Maybe such developers in such 
lortherly locations need technology s 


too close (top). At 


yo, УИН, 


The ship's targeting computer can zoom in on distant foes 
rt range (above) more frenetic blasting is called for 








white heat to keep them warm through 
te endless winter evenings 

A more plausible clue to 
Housemarque s techno-Iust must lié qm 
Stardust and Elfrmania, the company's 
Carly creations гог the Amiga. ll ever a 
machine inspired an appetite for the 
iner things in silicon, it Was 
Commodore's much-missed classic 
Once tasted, tomorrow's toys can 


remain a compulsion for life. And 50 it 15 


with Housermarque; so while drawing а 
line before the tide of technology has 
been made harger by the 3D card 
revolution, SUCN New Carts аге just 
another buzz for Housemarque. And 
where other developers are drowning 
(1005 Win оеаггар Оипвеолп апо 
Blizzard with StarCraft, for instance), 
Houserarque aims to surf the wave 
For its next release, a shoot-em-up 
called Shot, Housemarque is looking tà 
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get the best out of 3DIx 5 Voodoo. Z 
chipset = before most of the world has 
ever plimpsetd what it. can do. Finished 
copies of Shot probably won't leave the 
CO plants until 1999, bul, even so, 
making unproven next-generation 3D 
cards a target system must call for 
strong nerves 

While this battle to prove a game on 
unproven technology isn't unfarnitiar, 
the actual storyline to Shot remodels 
another equally ageless Scenario: SOI 
Is а Space Invaders game where, fot 
with) ihe little 
green men and vents his wrath on the 
population of Barth, ‘Shot hasan epi 
plot, focusing ОП Several colossal UFOS 
which crash on Баги, explains Jani 
Penttinen, Shot's Project Manager and 
senior programmer. Each UFO contains 
thousands of den colonisrs. Represent 
Ing you as ап alien fighting against 
humans opened up seemingly endless 
new ideas about now the enemy should 
behave, and it works perfectly аѕ а 
framework tor the game. 

As hinted at by the title, the player 
takes [ne role of an alien gunner With 
the ship being steered Dy an autopilot, 
what remains is a free-tring role in the 
style of games like Starblade and The 
Lost World. More interestingly, Shot will 
give vou a full 350 degrees o! targeting 
Ireedom in every direction, all controlled 
by the mouse, Concentrating on the 
delivery Of firepower nas enabled the 
developer to create à game of frenetic 
Shooting, its Screens Onistling with tast 
lying opponents. Whie some Migr 
accuse Shot of resurrecting the 'on-raJls 
gameptay of сагу, best-Torgotten CD 
ROM tithes, its full-firing arc will hopefully 
fend off any Such criticisms 

[ get the best out of the gunnery 
role, Housemarque is rolling out a few 


once, the player side 





> aliens in Shot have some unusual skills, including the ability to 
walk on water (left). The г often has no choice but to kill his 
own alien allies though, such as when destroying this rig (above) 


extra tricks. For starters, there's an excite 


MDK-style sniping mode. Mis опаде: 


X — 


` provided the pamenlay can holt 
its own. With a realtime potygonal 

the gunner tà zoom IN on ie inicommv ! tor Voodoo, 
human scum long before hey re in 
range of other weapons, picking oll key 
targets before they get too close 
Ihere's also a computer targeting 
system, which helps focus Tirepowetr 


WETE [I Will cause me most "ЕЩРШЕ 


englme "ELTE T Ч 
Housenmarque 415 Creating a tame Where 
shots of resio action Gould easily 
be mistaken as pre-rendered scene 


he texture detail and depth of held 





remarkatye, Dut just SUCKING à jw 
CI upset under the Soret is mol 
nent to create es d SL IR like ре 


More РГА Сай OWE PeQUINES New 


Most of the game's 
levels are hit-and-run 
rescue missions 


ant а п Ө alien alles 
But while Penttinen Cams Shors 





оки 15 Wwhal (hat ноцѕегтагаие 15 MOST Our PhoteoSurrea 


WITH SHOT, HOUSEMRRQUE IS LOOKING TO GET THE BEST OUT OF 3DFX’S VOODOO 2 
CHIPSET BEFORE MOST OF THE WORLD HAS EVEN GLIMPSED WHAT IT CAN DO 


graphics engine: 


proud ol. а Plante over ihe screensnot: technology enables us to handle Scenes 


daf 
what will have most gamers droning Const of millions of textured, 
Gameplay advances are always aded poltygons, WHC was IMpPOSsipie 


preferable to new graphical finesse, Dut mine traditional Methods Such) as 
improvements ir graphics will inevitably сако" BSP-trees &xplains Penttimer) b 
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There are two Al systems running in parallel in Shot. The first 
coordinates enemy units, while the other watches the player's 
moves in order to learn, facilitating effective counter tactics 


— 
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The 720-polygon ‘walker’ (top left) boasts a weapon system almost as powerful as that of your own ship. In contrast, 
human infantry (above right) can offer little response to a surprise attack, and civilian vehicles (above left), none at all 
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‘Shot pushes today's PC technology to the very limits,’ says Jani Penttinen. ‘It would be very hard to make it for SOCK Up on the Пауло 
consoles’. For example, the walker (above) was made from over 700 polygons and around 20 texture maps | 
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TOCA creator Codemasters has secured the License 
to build a sequel around the exploits of British 


rally ace Colin McRae. Edge braved the Wiltshire 
wilds to find out Amore... 
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И ne of last year's premier racing games on PC and PlayStation was TOCA Touring Car Championship, 
M created by long-standing British developer, Codemasters. Featuring superb handling, TOCA was à 
| detailed recreation of the British Touring Car Championship, fulfilling a conceptual promise 
originally made by Psygnosis Formula 1. At time of press, TOCA was still riding nigh in the UK sales charts, 
indicating that public appreciation of the game matched Edge's own. So Edge visited Codemasters' remote 
Warwickshire base to examine TOCA'S spiritual successor, Colin McRae Rally 

After meeting Rally’s producer, Guy Wilday, Edge was given the chance to play through some of Rally's 
part-finished stages. The (authentic) lack of other cars on-screen takes some adjusting to, particularly 
following TOCA'S packed raceways. However, rallying is all about setting the quickest time between points, 
and McRae Rally is true to its inspiration. Promisingly, the handling of the cars also demonstrates a similar 
degree of fidelity. Equally notable is the increase in scenery when compared to TOCA, along with the facility 
to adventure off into it following particularly heavy crashes 

To augment Rally S realism, Wilday’s team has taken drastic steps, including laser Scanning scale models 
of the actual competition cars, along with sampling both engine and road noise — and McRae himself. 
Additionally, videos of tracks from around the globe were studied, to ensure that locations from Greece to 
Indonesia were true to actuality, Play options so far finalised are a two-player mode, along with a novel 
repair aspect that rewards careful as well as rapid driving, Keen to know more, Edge cornered Wilday, 
switched on the Anglepoise, and began the interrogation 





aaa 


Edge: What do you feel are thi ong | McRae Rall 
Guy Wilday: We've tried very hard on a number of areas. The way the cars handle has been the central 
element that we've built everything around. The cars slide around a lot — we've tried to get that feel, that > 


| 
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4 excitement, So it looks like you're Colin McRae 


haring around in a rally car, So that, mixed with 
the whole Jook of the countries, so that you really 
are immersed in the game. Sections like the 
English stages, where the trees are really dense, 
you really do get the feeling that you're there. 
Edge: How involved was McRae 
GW: He played it very recently and was very 
happy with the handling, even playing it on the 
keyboard. Almost immediately he was sideways 
going around a comer, which was exactly what 
we're aiming for — for anyone to be able to pick it 
up and do that. He was very, very positive about it. 
He had a good look at the countries as well, 
because obviously he's driven through them, and 
again the ызуу was that we 9 e t right. 
Edge: | ' af the dev 
GW: When the project was setting up, the main 
core of the team went to a rally school and drove 
200bhp Sierra Cosworths – which was a lot of fun 
The mechanics guy and most of the programming 
people, the people that were going to have a real 
impact on the way the game played, they all went 
and got a good impression of what it's like 
first-hand. That did a lot, certainly for tne handling. 
It's not Ges, but It : a pretty g000 introduction. 
coge: : 
GW: We looked at everything that v was around, like 
Network Q, V-Rally, Screamer 2 and Screamer 
Rally, plus all of the PlayStation racers like Ridge 
Racer, and of course now, Gran Turismo, Of those 
it was probably Screamer Rally that influenced me 
the most, just because the handling's so good. It's 
really satisfying when you get a powerslide going. 
rhe racing's really close - if you make a mistake 
on a corner people go nao i ge - U 5 tun. 
Edge: yo you think it's a ung into thi 
arket after the massive success of V-Rally? 
GW: | think that it created a lot of awareness, and 
that people are perhaps looking for rally games on 
the PlayStation more than they were before. And 
hopefully, if there is that awareness in the market, 
then we can make the most of А with our game 
ее amers obvious! ACRA ) 


Ir: 


GW: A few people did shift over. The PlayStation 
guys are the same, plus the artist who designed 
the cars, but the rest of the team is fresh, 

includin g all the programming people on the team. 
Edge: \ П = iD engine used 
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Careless driving costs... quite a lot actually - as players will discover at the end of stages. Necessary 
repairs, such as re-attaching bumpers (see above) will deduct valuable minutes from race times 





GW: We've taken the engine and tweaked it for 
what we wanted to do, so we're definitely shifting 
a lot more polygons than TOCA in the landscape. 
We ve tailored it towards that. That's given us the 
opportunity to do different effects on the cars. 
Edge: The PlayStation version nas to be абе to 
GW: | think we're getting there. Over the past two 
years we ve Seen games get Closer and closer to 





While never likely to match the visual clarity of the accelerated PC version, McRae Rally on the 
PlayStation runs higher-resolution than TOCA and manages to avoid pop-up to a remarkable extent 





the limit – and things like Sony's performance 
analyser are just going to help us get there even 
quicker. It’s been difficult to know exactly how 
well меу ve Deen doing up until Now, Out we can 
grade stuff ourselves and really get a good idea 
of how we're doing. | like to think we're using the 
PlayStation well, and will continue to еч mes 
Edge: Te imen | 


GW: They re very different formats, апо it is 
difficult trying to come up with a game that's going 
to show off the features of both. | think with Rally, 
in particular, we've managed to pull that off. 
Obviously the 3Dfx version looks stunning, but the 
PlayStation version is in no way disappointing 
There's always that gap, but if you can keep it as 
close as possible without compromising what's 
being done on the PC — that's the way to go. 

ee ven that Edge 


۴ 


GW: It's early days, but realistically we're looking 
at something like a P166 with 3Dfx, or a P200 in 
software. The 3D hardware version is going to be 
the one to have. We're supporting all of the major 
chipsets, although it's all D3D – we're not # 
doing anything card specific at the moment. 





















not have turned out the way Nintendo's old 

adversary may have envisioned, but at least there 
is one area of the interactive entertainment industry 
where it can still be counted among the world's top 
three players. Arcades have long been Sega's main 
strength. It entered the home market after an impressive 
string of successful coin-op titles - and the company's 
latest releases continue to wow arcade players. Over the 
last five years, a significant number of these have been 
the responsibility of AMT. 

Edge recently visited Sega's R&D division which 
occupies one floor of a newly-acquired building that 
houses all Sega's AM RED units, and met with Rikiya 
Nakagawa, AM1's general manager. An employee of the 
Japanese coin-op specialist for over a decade, Nakagawa 
is in charge of a 90-strong team and has played a part in 
some of Sega's most arcade famous creations - although 
the department has also had its Stab at the home 
market, notably with Die Hard. 

During the course of the visit Edge was granted 
unprecedented access to AM1's luminaries, and allowed 
in-depth access to the division's next major releases. 
Harley-Davidson & LA Riders, Ski Champ and Get Bass 


S ega's last venture into the console market may 
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E ст HMONG EQUALS 
it may have suffered a noble defeat in the console 
~ arena, but it still creates the:globe’s most playable and | 
innovative arcade titles. Edge infiltrates another prolific 
E: ы RED Givision.within Sega's vast coin-op enterprise 





Edge: Why did you join Sega? 
Rikiya Nakagawa: | started as a 
programmer 15 years ago. At that time, 
there were no university programming 
courses, so I studied electronics but used to 
program in my spare time. After graduating, 
| didn’t want to make business software, 
believing instead that computers should be 
put to more entertaining uses. I had friends 
at Sega and eventually joined the company. 
It Just seemed like a natural progression. 
Edge: What was your first assignment? 
RN: At that time there was one department 
which encompassed both consumer and 
arcade developments. It was the beginning 
of the 56-1000 and | did the arcade version 
of Choplifter. | joined Sega in the same year 
as Yu Suzuki. 
Edge: What was the first AM1 game? 
RN: it's not that straightforward... The 
original AM1 split into two different 
departments, which became AM3 and the 
present AM1. So, technically, the first AM1 
titles were the games from that original 
department, Since I've been general 
manager we've made things like 
Out-Runners, for example. There's been a lot 
of games but I can't recall them all... maybe 
because they weren't any good [laughs]. 
Seriously though, things like Super-Cross, Alien 3, Sky Target, Wave Runner, indy 500 and 
The House of the Dead. We followed those with this year's Ski Champ, Harley-Davidson & LA 
Riders and Get Bass, but we've also made different ST-V board based games. 
Edge: How many games does AM1 make a year? 
RN: We've got about ten arcade projects under development at the moment, but we also 
make horoscope machines, puzzle and print games. 
Edge: Your three latest titles гип on Sega's Model 3. Is there a significant difference in the 
development of a title on this board rather than Model 2, for example? 
RN: Essentially, Model 3 allows better polygon management, and full colour texture is also 
possible. This makes generating graphics much easier. Model 2's flat shading became Gouraud 
shading in Model 3 and there is a greater range of effects, such as transparency - so Model 3 
is a far stronger tool for designing realistic games. 
Edge: Is the development period longer than that of a Model 2-based title? 
RN: Given the same game, the development period on Model 3 would be shorter. But since it 
allows so many more possibilities we tend to push ourselves further. In theory, better boards, 
shorten the development time - but as we want to incorporate more special effects than in 
previous projects, the development period is usually longer. 
Edge: The technology that enables you to create the games is improving at a fairly steady 
rate, but what challenges do you encounter in trying to better your previous efforts? 
RN: Some ideas come from the planning department, but we also have regular meetings in 
which we ask the planning staff to summarise our ideas into a concrete project. However, for 
Get Bass things were different. An AM4 member, who loves fishing, asked us whether we 
would consider a game based on his favourite hobby. And we did it. We had made Sports 
Fishing previously, which featured а real movie but this guy's idea was to use Model 3 to 
realise realistic 3D backgrounds, and fish that had lifelike reactions and movements. 
Edge: Some people might find the use of Model 3 in a fishing game somewhat excessive, Is 
the power at the board's disposal really required for such a game? 
RN: Yes. Absolutely. To achieve this degree of realism, the power of Model 3 is essential. 
There's a detailed environment: the line is moving, as is the boat... 





the highly enjoyable Harley-Davidson & LA Riders, 
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AM1's latest Model 3 creations; (from | 
potential genre-leading Ski Champ, and 
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Edge: But do such games sell well? 

RN: Yes, Sports Fishing sold very well but if 
you compare it to other coin-op sales figures 
the result is average. To be fair, Sports 
Fishing wasn't a game – rather a machine 
that recreated the atmosphere of fishing, 
Get Bass, on the other hand, is a real game. 
Edge: What has been AM1's most 
commercially successful title? 

RN: It's got to be House the Dead, which is 
probably the best-selling game of its type. 
Edge: What has happened to your ST-V 
developments? 

RN: We continue supporting it and currently 
have a game in development. Third parties 
too, are continuing to develop on ST-V. 
Edge: You did the arcade and home versions 
of Die Hard. Are you developing Die Hard 2? 
RN: Yes, but the name has changed. In Japan 
and the US it will be marketed as Dynamite 
Deka 2, which is its Japanese name. We 
argued that whether we used the license or 
not, the game would remain the same. We 
didn't have any particular trouble with the 
license, we simply chose not to use it. 

Edge: Is the game based on the movie? 

RN: It's an original story, although the 
character from the original appears. 

Edge: 5o how does Dynamite Deka 2 differ 
from the first game? 

RN: Well, this time we're using Model 2 as 
opposed to ST-V, so the graphics are 
substantially improved. There are also more 
levels, so the game should take longer to 
complete. Our US office is designing some 
additional characters who'll appear in the 
game = it's sometimes difficult for us to 
develop characters that will be popular in 
the US. However, the development process 
is still in its early stages. 

Edge: 15 this the first time that AM1 has 
looked outside Japan for support? 

RN: That's right, One of our teams, 
comprising six people, is currently in the US 
working alongside SOA members, but we do 
have people here performing some duties 
too, mainly in terms of character motion. 
Edge: With this title being designed for 
Model 2 rather than Model 3, isn't it a 
retrogressive step? 

RN: At the time the project started, the 
Model 3 board wasn't ready. Furthermore, 
we had to take cost into consideration - we 
want to release a large number of machines 
at a competitive price, and Model 2 was the 
most convenient board. We sell lots of 
machines in the US and they've asked us to 
keep hardware prices low. 

Edge: What kind of games are you planning 
to develop in the future? 

RN: As with the recent Wave Runner or Get 
Bass, we want to make games that are 
accessible to a wide audience, rather than 
target the Otaku [fanatic] market and release 
a beat ‘em up, for example. We want to get 
the general public into the arcades. 

Edge: Do you favour any specific genres? 
RN: | don't have à favourite genre as such — | 
like everything, really. But I'm fond of games 
that are amusing rather than violent. 
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As reported in last month's Edge, Harley-Davidson & LA Riders is AM1's second Model Certainly, this free-riding aspect is the 
3-hased title, using the second iteration of the board - one already exploited by AM Annex to game's most immediately obvious deviation 
spectacular effect in Sega Rally 2. The game certainly represents a significant departure for from the racing game norm, and should 
Sega, whose racing titles have previously adhered to a more conventional formula. have players immersed within believable 

‘We wanted to make a game that allowed players the freedom to roam freely, albeit within LA-esque surroundings as they frantically 
the confines of a city environment,’ says Nakagawa. ‘Up until now there's been too many attempt to reach the randomly-generated 
racing games that restrict the player to a set of predetermined courses.’ time gate before their competitors. But 
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For Harley-Davidson & LA Riders, er үрчем 
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| to 14 members in order to finish it on time 
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despite this latter element, Harley-Davidson 
& LA Riders’ fundamental design owes much 
to Konami's GTi Club – except for the 
obvious fact that Harley-Davidson & LA 
Riders players are missing a pair of wheels. 
Nakagawa explains: ‘Some of the staff 
are Harley Davidson fans, but the real 
motivation for doing it was that we thought 
riding a bike would be a lot more interesting 
than driving a car, Also, Harley Davidson has 
an established brand identity and image that 
we thought would reflect well on the game.’ 


Harley-Davidson is world famous and, given the licence, it is unsurprising to find that LA Riders 
features some of the US firm's most famous models, complete with a group of stereotypical riders 
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The frantic search for the next check point may 
у 





Cynics may conclude that Sega is cultivating the licence for its strong appeal to the 
overseas market - especially the US. Nakagawa is adamant that this is not so, 

‘Of course we have to consider the US market, but Harley Davidson is a bankable name in 
Japan too. It has a heroic, cinematic, rebellious image, encompassing a quarter-century of 
movie icons from Dennis Hopper in "Easy Rider’ to Schwarzenegger in ‘Terminator 2’. 


Once the licence deal had been finalised, the US motorbike company provided LA Riders’ 


‘IT HAS RN IMAGE THAT ENCOMPASSES A QUARTER 
CENTURY OF MOVIE ICONS FROM HOPPER IN EASY 
RIDER TO SCHWARZENEGGER IN TERMINATOR 2’ 















team (which increased from ten to fourteen 
people in order to meet the deadlines) with 
bike designs and a selection of loaned 
machinery so as to provide the developers 
with first hand experience of their handling. 
The team also visited Los Angeles equipped 
with video cameras, and based the game's 
backgrounds on footage they brought back. 

However, Nakagawa is quick to point out 
that the game's gestation period was not 
without its difficulties, particularly when it 
came to implementing some of the more 
complex gameplay aspects. 

'It proved very hard to reconcile all the 
elements we wanted to include — such as 
authentic areas of LA - with a game design 
that enabled the player to travel anywhere 
on a very large map. Players must be able to 
enjoy the game in any part of the map and 
get to it from a number of angles. This was 
particularly difficult. Furthermore, as players 
are in a town it would have been strange not 
to include other road users, so we added 
different vehicles to recreate a lively, 
cosmopolitan atmosphere.’ 

Given the reaction from most people at 
the recent ATEI show (see p10), 
Harley-Davidson & LA Riders deserves to do 
well when it is released later this year. > 
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SKI CHRMP 
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Another of the AM1 division's research attempt to reach the bottom. It's a game for hardcore skiers.’ 
teams has spent the past few months ironically, опе of Ski Champ's primary competitors will be Super G, one of Sega's previous 
chiselling Ski Champ into a form fit to take winter sports-influenced affairs. Nakagawa is quick to differentiate between the two: ‘Super 
on the world. Unfortunately, the game was G was a giant slalom-based concept - Ski Champ takes a different approach. We wanted to 
not ready for general consumption in time make a game where players feel part of the environment, so we've included different realistic 
for the ATEI show and the project is still events such as avalanches, forest fires and deer. Time isn't the game's most important 
shrouded in secrecy. Given the competition, parameter; as players progress into the game, events become more frequent and dangerous.’ 


the finished product will have to be 
something special in order to lure the public 
away from their established favourites. 
Nakagawa, however, is confident this 
latest snow-related adventure is sufficiently 
nonconformist to ensure commercial 
success. ‘Because of the Model 3 board, the 
graphics will mark it out from the 
competition - but we also designed Ski 
Champ to be played in link-up mode, as 





competition is an important element in the Still, considering that Japan accounts for 45% of the worldwide snowboard sales – а raw 

gaming experience. statistic, but one that indicates snowboarding is akin to a national pastime - it may seem odd 
‘Furthermore, the game concept is based to opt for a skiing game, rather than play on the flavour of the moment. Nakagawa's 

оп ‘extreme’ skiing rather than the usual explanation is reasonable enough from a developer's standpoint: 

giant slalom approach - players must jump "We made another skiing game because we saw the opportunity to realise things we 

from a helicopter, then thread their way couldn't achieve in Super G - chiefly the ‘extreme sports’ approach.’ 

past various mountain hazards as they Let's hope the public agrees.. 





Although the shiir e market has seen a number of contenders to the winter sports game throne recently, Ski Champ is currently looking like the 
russa nervi KOAT a wl plore lancer far, both in terms of excitement, visual quality and n Fires мо РНЫ 
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Though easily dismissed as a pastime for the socially maladjusted, fishing remains one of 
the UK's most popular hobbies. It's difficult to predict the impact a fishing game might have in 
the arcades, but Get Bass might just make it among the top-earners in the business, becoming 
the year's sleeper hit in the process. 

indeed, the first pictures of the cabinet to emerge from Japan caused a ripple of 
amusement in the Edge office, until the team had an opportunity to try out the real thing at 
Sega's AM headquarters and, more recently, at the ATEI show (in fact, it was whilst at the 
latter that Edge's respectable catch of a 4.5Kg bass was eclipsed when the next player, a 12 
year-old boy, landed a veritable aquatic behemoth weighing 8Kg). 

Certainly, Get Bass has the graphical clout to compete with any visual extravagance on 
display in the current crop of racing games, for example, with amazingly lifelike fish 
swimming amongst equally realistic scenery. Yet the aspect most likely to captivate punters is 
the playability of AM1's title; Get Bass wisely dispenses with the monotonous and seemingly 
endless periods of non-activity that are a primary attraction of its real-life equivalent. Instead, 
emphasis is placed on the action-packed moment when the fish bites the lure and fights 
gamely for its freedom, This results in a highly enjoyable experience as players fight to bring 
their catch in before the strict time limit runs out. 
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Fortunately, impatient, rapidly irritable players 


will not have to face the prospect of hours of 
waiting for a fish to take an interest in the lure 


سے 





How much this has to do with the 
cabinet's use of a force feedback rod and 
line (which pulls on the player's hands, 
reacting to the onscreen movements of the 
fish or warning of the impending tragedy of a 
snapped line) is open to question. However, 
Edge doesn't hold out much hope for à 
successful domestic translation of Get Bass 
using only a joystick and buttons. 

Originally, Get Bass was planned for a 
Japan-only release, although Sega has since 
confirmed the game will grace the shores of 
the UK and the US, the latter housing a 
significant number of fishing aficionadoes. 
Edge wonders if a line-tangling link-up 
version is in the works... 


even 


65 


Characterised by its strategic and corporate idiosyncrasies, the American games industry is 
a very different beast to its UK equivalent. Edge reveals some of its most significant players 


[movers and shakers in the American games industry] 





Technical Director, Id Software - 


Career highlight: bullding the engine that created the Doom genre Career lowlight: Doom 2 


It is difficult to determine the high point of John Carmack's career: inventing the 3D game genre, creating 
Wolfenstein 3D, Doom or Quake — any of these would suffice. A self-described ‘technology idealist’, it's hard 
to engage him in conversation until you hit a hot spot - OpenGL versus D3D, for example. Through the 
success of the Quake licensing initiative, his work is actually more important to the industry now, with 
legions of ‘next Carmacks’ trying to equal his impact. Expect the decisions he makes on his next project, 
Trinity, to have far-reaching effects on everything from the next generation of 3D cards, to what APIs other 
developers will be using, to possibly the feature set of Microsoft's future versions of DirectX. 


Biggest challenge In 1998: A Trinity-based game for Christmas? 
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Chairman and CEO, Sony 
Computer Entertainment America 


Career highlight: designing the 
PlayStation 

Career lowlight: The PlayStation as 
a Super Nintendo add-on 


Ken Kutaragi led the effort to create à 
CD-ROM add-on for Super Nintendo. 
When Nintendo killed that effort, he 
looked five years ahead, decided 3D was 
the future, and while his contemporaries 
at Sega, Atari and 3DO were creating 
great sprite engines, he БШК what was, 
at the time, the most powerful low-cost 
3D generator on the planet. 

Since then, he has moved on to 
management (while still keeping an 
interested eye on, and some say hand in, 
development), taking control of SCEA. It's 
a post that puts him second only to Terry 
Tokunaka, head of SCEI in Tokyo. The 
added responsibility hasn't hurt his good 
nature, though — when he saw his test 
photos, he insisted on changing the 
entire arrangement of the shoot. Why? 
‘These pictures look too serious!" 


Biggest challenge in 1998: Keeping 
people believing in PlayStation as cutting- 
edge technology after four years 
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After a stellar rise at SCE Europe, Harrison 
(who's only 27) was appointed as 
Kutaragi's right-hand man at SCEA. It 
wasn't luck that put him there: Harrison is 
articulate and intelligent, and has a keen 
eye for the future. (He's also adept at 
dodging questions he doesn't want to 
answer — on the record, at least.) 

Ultimately, he's responsible for the 
contents of every game released for 
PlayStation In the US. Whether it's a new 
set of programming libraries from Japan 
on its way to US developers or final code 
for a third-party game, it all passes across 
Harrison's desk. 


Biggest challenge In 1998: Convincing 
third parties to continue developing for 
PlayStation as more powerful systems 
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(HMM TEME OF AMERIGA 


Career highlight: Made Nintendo 64 a success in the US 
Career lowlight: Failed to stop Virtual Boy 


Howard Lincoln, Minoru Arakawa and Peter Main have done in the US what Nintendo has failed to do in 
Japan and Europe - make Nintendo 64 an unqualified success. While the post-launch months were poor, 
the system now boasts a small yet solid library of four- and five-star games (with the fighting and sports 
genres as notable exceptions). 

With the Nintendo 64 benefiting from a combination of quality first-party titles and marketing 
carefully targeted at 12-year-olds, it's not surprising that this is the same team that saved the US 
videogame industry in 1985 with the NES. Nintendo has a well-deserved reputation as a conservative 
company, but in person, Lincoln, Main and Arakawa are not the stuffed suits one might expect. 
Presented with a pack of Nintendo playing cards (the company Is still Japan's leading producer of both 
Western and traditional hanafuda cards), they quickly got into a raucous game of five-card stud. 


Biggest challenge in 1998: Releasing decent 3D fighters and sports titles on Nintendo 64 
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VP OF MARKETING 
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RICHARD GARROT 


aenant palayê reye 
He even goes so far as to piace himself in 
his games as the character Lord British 
beta test of Ultima Online). 


Biggest challenge in 1998: Making 
everyone forget about Ultima Vil! with 
Ultima IX; getting the maicontents on 
Ultima Online to stop whining (good tuck) 
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Director of Creative 


Development, тв 78V velopment, F mmus. — 


Career lowlight: we're stumped; 
Floyd of the Jungle? 


From Civilisation to Gettysburg, Sid Meier 
has long been America’s most impressive 
to making the games he wants to make 
has consistently resulted in the highest- 


Gettysburg makes the most of a limited 
concept through flawless design and 
execution. Meler, thankfully, shows no 
desire to move to the corporate side of 
things — Firaxis was founded as his 
vehicle to develop games without 
everything else. It's good to know that 
notion of what a videogame should, or 
worse, has to be. 


Biggest challenge In 1998: Excelling 
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Chief Operating Officer, 
Sega of America 
Career highlight: Securing Mortal Kombat 3 
as an exclusive for the PlayStation (this is 
America, remember) 

Career lowllght: The Satum comeback 


As head of third-party relations at Sony, 
Stolar was instrumental in securing exclusive 
software support for the PlayStation. His 
defection to Sega sent major waves through 
the Industry, but the planned revitalization of 
the Saturn never happened. With almost no 
third-party support left for Saturn and only a 
few Sega tities slated for 1998, Stolar's 
current workload is focused on building 
developer support for the Katana platform. 
At this point, bringing Sega back from the 
brink could take a superhuman effort — but 
that's exactly the kind of thing for which 
Stolar has become known. 


Biggest challenge In 1998: Garnering 
enough third-party support for Katana to 
ensure it fares better than Satum 
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KEUINLDAUEAS 


Career highlight: DirectX 5.0 
Career lowlight: DirectX 3.0 


has longed for a stable and reliable suite of 
of Directx 5.0 last August, Kevin Dallas and 
the DirectX team at Microsoft have finally 
largely dellvered on their promise of a high- 
been on the DirectX project for more than а 
the development and release of DirectX 3.0 
and now 5.0 (Microsoft opted not to create a 
version 4.0). And while the process that took 
the project from DirectX 1.0 through to 5.0 
has been a long and sometimes painful one, 
both Microsoft and developers seem to 
agree that the results were worth the wait. 


Biggest challenge In 1998: Making DirectX 
work with Windows 98, while continuing the 
expected improvements 
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Career highlight Command & Conquer 
Career lowlight: Sold Westwood to Virgin 
too soon and for too little money 


Vegas-based Westwood Studios gave birth to 
the realtime strategy genre with Dune Il and 
took it to the next level with Command & 
Conquer. Sperry's latest gift to gamers? 
Blade Runner, which proves that Westwood 
is continuing its quest to push gameplay and 
technology to new heights. Expect other 
industry players to keep looking to Sperry for 
creative direction - whether they admit to it 
or not. 


Biggest challenge In 1998: Keeping 
Westwood Studios intact no matter what 
happens to Virgin interactive, the parent 
company currently surrounded by rumours 
of a takeover 
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Career lowlight: Shimy's continuing inability 
to ship Wild 9s 


What, Dave Perry In Edge again? Yes, and 
not just because he agreed to take off his 
shirt for the shoot. Let's just say he likes 
people to know who he is. His shameless 
self-promotion might be more irritating if he 
wasn't right so often about gameplay and 
technological developments. After a 
massively successful stint at Virgin creating 
side-scrollers, he founded Shiny, created 
Earthworm Jim (with Doug Tennapel, now of 
the Neverhood), and got enticed by the 
management and licensing side of the 
business - to the detriment of his teams' 
success. The MDK team's departure to form 
Planet Moon may have been a wake-up call: 
Perry's taking a renewed interest іп 
development, and Shiny's newest projects, 
Messiah, Fly by Wire (both in E50) and the 
still weil-shrouded Sacrifice, look invincible. 


Biggest challenges in 1998: Getting 
ex „гы аана йд 
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Chalrman and CEO, Electronic Arts —- أ‎ 
Career highlight: Establishing the strongest |t | 
brand names іп gaming (EA Sports, Origin, nl 
Bulifrog, Maxis) "all 
Career lowlight: Madden '96 not shipping | | 
1 M 


Many assumed that EA's best days were over 
when Trip Hawkins left for 3DO. Under Larry 
Probst, however, the company has continued 
to excel in the two things it has always done 
well- pioneering naw strategies, then 

. exploiting them better than its competitors, 
The first to publish games developed out-of- 
house, It was also the first to acquire other 
companies without assimilating them. This 
to Bullfrog and Origin has resulted in games 
that have earned critical and financial success. 


| Biggest challenge in 1998: Keeping EA 


Sports’ current implosion from permanently 
damaging the brand's reputation for quality 
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companies are pulling back from wild growth direction, GT can attribute its success to two 
patterns, GT interactive seems determined to things - powerful distribution channels into mass- 
dominate the ranks of publishing superpowers - a market retailers (thanks to the video business) and 
The man responsible for taunching the careers of spawned from Good Times Video, the company Nukem and Quake. 
Gloria Estefan and Julio iglesias at CBS Records responsible for everything from releasing 
T now heads everything from distribution to product Hollywood classics on video to Richard Simmons' Biggest challenge in 1998: Filling the hole left by 
| development at GT. Аба time when most series of exercise tapes. Under Chaimowitz's Id leaving for Activision 
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Israeli-born Fuchs studied photography 
in Jerusalem before moving to New 
York in 1985. He has photographed 
many American celebrities and 
corporate figures, including actors Eric 
Stoltz and Nathan Lane, talk show 
hosts Larry King and Ricki Lake, and 
Colin Powell, former chairman of the 
Joint Chiefs of Staff. His work has 
appeared in publications such as 
Newsweek, Time and Esquire. 
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President and CEO, 3Dfx _ 


Career highlight making Voodoo an industry standard bearer 
Career lowlight greenlighted Capcom's Fox Hunt 


in any list of the nicest people in the game industry, Ballard would be near the 
top. His ability to drive a hard bargain among friends has served 3Dfx well: 
he's convinced developers, board makers, investors and consumers alike to 
buy into the Idea of 3Dfx-enhanced games. Despite a software-heavy CV (with 
previous stints at Capcom USA and Digital Pictures), he's thrived in the cut- 
throat world of 3D accelerators 


Biggest challenge in 1998: keep Voodoo? three or four steps ahead of rivais 
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Career lowtight: Giving Bruce Willis company stock to appear in Apocalypse 


Bobby Kotick and his team saved Activision from bankruptcy in 1991. And 
while the road back to prosperity for the original third-party developer hasn't 
been without a few bumps on the way, the comparry has produced a steady 
stream of hits, MechWarrlor, I-76 and Dark Reign among them. The company is 
a bit shaky on the console side, with the much-hyped Bruce Willis vehicle 
Apocalypse rumoured to be on Indefinite hold, but Kotick stil! belleves strongly 
in moving the industry forward, as the forthcoming Battlezone demonstrates. 
This idealism makes Activision a company to watch in both the action and 
adventure genres. 


Biggest challenge in 1998: Making fewer big promises and more good games 
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ENT EVIL WAS UNLEASHED IN EARLY 1996, AND THE MUCH-DERIDED INTERACTIVE 

MOVIE WAS DULY REBORN. SINCE THEN, A MUCH-HYPED SEQUEL HAS CAUSED GLOBAL 

HYSTERIA IN THE US AND JAPAN, REALISING A INTERNATIONAL GAMING PHENOMENON. 
ENTER CAPCOM'S TERRIFYINGLY LUCRATIVE WORLD OF ‘SURVIVAL HORROR’... 
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Blood-splattered gore (above), hideous creatures (top right) and avant-garde camera angles 
(right) combine to give the Resident Evil series an evocative horror film atmosphere 
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| ast month. while James Cameron s epic “Titan reyi 
[ was contoundine pundits expectations by ге 


reusing tO SWiK, а Certain Videogame Was makini if 
Еау INTE OnE! IMD. Of IS OWI 
of Biohazard 2 - sequel to the 1994 PlayStation adventure 
110025 i Tokyo opened tw hours eary on Kanuar y 29 


allegedly shifted a 


cope with unprecedented queues and 


Staprerine 1.8 milion copes BU e day alone, Over in the oneinal, the Sequel. Or indeed Resden! EWI: Director’ 
пе US, where the game appeared a week before й Cut (which shilted a creditaive 400,000 copies last year) 
Japanese equivalent, it shiited more (han 380.000 units їп They well De wondermne лаг all the fuss 15 about Arcade 
the opening weekend, eclipsing the succi И ENTM adventures are rife in the contemporary videorame 


Fantasy Vil, Tomb Raider 2 and even Super Mario ёа 
However, 10 DUNGON Another Titanic. analogy, this 15 
just the tip of the iceberg. In a press release 
last year, Capcom announced that the Resident Evi 
Iranchise has generated revenues af over SUC 
worldwide — a drop in the ocean for James Cameron, but 
i massive success story for the videogame industry. a 
ru aratively обе ure comer or Ine enrerrammment Word 
What's more, the series i5 proving highly attractive to 
Germany | 


third party wivestors 


Constantin FTE of 


acquired the film right i ad а сри osely tollowing 


the storyline of the original рате = 15 being given a tinal 
polis Dy Alan McEITOVy, WhO worked оп fast year * 


| 


effects laden "Spawn Meanwhile, toy company Toy Hi 


© based around tive first 





game. which are due ro MI mme smops im Spring (Weser 


Evi 2 heures are set to follow in the Autumn). No doubt 
Such parent-urntrendly toys will come with detachable 
rotting imos and ЕИ ҮЛ ИН innards 

Finally, a comic book series based on Resident Ewi i 


also in production. The quarterly seres, due to begin in 









Е PlayStation) - 


March, is being produced in the States by Wildstorm 
productions, previously responsible for Wildcats and 


The Biohazard - aka Resident Evil GEN 14. According tà Capcom, (пе opening issue will 


- series has sold millions of copies 
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real the background of umbrella shadowy science 
earch organisation at the centre of the Resident Evil 
ryline. No doubt a Resident Evil Experience ride in 
многі 5 Trocadero ts just around the corner 
* IT: ë 
T THE WORLD OF SURVIVAL HORROR 
n mme MGS. or all riis SUCCESS, those WhO nave vet ro | 


market place, and Capcom 5 use ol pre rendered scenery 


rather than true 3D environments seems Positively 


haic inthe Wake of Tomb Raider 


However, when Resident Evi! premiered two years i 





Japanese ‘survival horror’ fans queued for hours 
to pick up а copy of Biohazard 2 on release day 
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44 the game was a revelation. At that time the s2bit marke (he entertainment value ог shock. Few players have 
had become reliant upon eom-op Conversions TO excite torgotren the first rime those two Viii Smash гоо 
would-be consumers, and v ‘ery few game: Were gimine ti the Windows imn e i АГАШ: tile, апо ў | mers аге equally 
challenge players’ brains as well as their retlexes. By unlikely to forget the swooping crows, or the zombie 
offering an adventure element and a pletnora ¢ if fiendish plummeting through the « eiling, in the sequel. The 
puzzles to compliment the zombie-blasting action, laughable acting only amplifies the horror movie moti 
Capcom snared the attention of gamers alienated by the And there аге many more elements borrowed trom 
monotony of beat ‘em ups and racing tithes cinema. The skewed camera angles used thr iughout the 
The visuals, too, were hugely impressive for the time games are a stock weapon for film directors who wish t 
Blending polygon models with rendered backdrops was а lisonentate the audience (the technique was popularised 
science in its infancy when Resident Evil was being by Hitchcock but has its roots in German Expre: 
Siri and rarely has the technique been employed nema), while the willing, ebbing soundtrack Teatured in 
to such convincing and compelling effect. In both titles, both is vintage horror movie Stuif, регресу accentuating 
the scenery Is used not just as eye candy, Dut as a fully the eerie atmosphere. Cut scenes, too, crop up again an 
interactive element of the game: zombies lurch Trom Pain іп Capcom s series and these create tension ina 
behind shelves and within d hounds smash very cinematic way. The ceiling descending on Jil s head 
through windows and monsters burst unexpectedly in Resident Evil, Tor example, i5 a classic suspense 
through solid walls. Alkol which create a trienteningly moment — and the player, like a film audience, watch 
unpredictable world for the player to explore helpiessiy. wondering now the heroine 15 going to escape 
Regardless of technical merits however, the sheer Capcom's designers skilfully manipulate players ii 
detail and sense of place in both the games 15 e order to create ап atmosphere of suspense and mystery 


e tacular. Bloody hand prints smear the walls; huge information about Umbr: la and its experiments i 


pools of blood leak from floored zombies; paintings, revealed in minute snapshots, and the player is neve 
furniture, and everyday objects litter the rooms. This ]uite sure who 15 оп their side, What the hell 15 Barry ul 
minutiae increases the atmosphere ten-fold to in Resident Evil? And is the girl in the sequel about ti 


Warp out into a zombie at any minute? However, unlike in 
“THEY ENTERED THE MANSION, WHERE THEY say, Quake, the player can't just shoot at anything that 
desert THEY кош BE БАН. VET ' moves, Ав in the best horror films, ammo is always limited 


Jearhaps the main reason for the suct ot Resident Evil, ind saving that one last shotgun shell may mean the 





The cast list of both Resident Evil 
and its sequel are set to appear as 
бе бм ; Its excellent understanding and lifference between blasting a zombie in Hall, or ae toy figures in the United States 


implementation of horror movie conventions — especially getting an enthusiastic love bite in the neck 





AN INTERVIEW WITH HIDEKI KAMIYA 


Speculation over the origin and development of Resident Evil has raged ever since the game was released two years адо. To lind owl more about the history of the title 
and its excellent sequel. Edge spoke 10 Hideki Kamiya = chiel director on Resident Evil 2 — about Doom clones, ‘70s zombie films and a certain French РС adventure... 


Edge: What were your main sources of inspiration for Resident Evil? Alone in the Dark? 
Hideki Kamiya: i Hy, eê n haved Alone, so | t cari’? гешу compat 
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Edge: Did you make any alterations to the Resident Evil formula for the sequel, and if so were you happy with the results? 
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Edge: How did the development of Resident Evil 2 differ trom that of Resident Evil? 





HK: Wel tw process went very smoothly, pecause- afl he staff ex | Т wera working on ТЇЇ i nz d TT IND warg wnrl 
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Edge: Why do you think the series has been so successful? 

HK; 1 trunk rhe Diggest nea Ian everyone wr tne rear nelly any working en Resadent EWA. Au'ncugsh we mad oa Toug ula, w yer last | 

"T е essential desire which drove us to » 
Edge: What's next for Resident Evil? Is there going to be another sequel? 
НЕ: The seres wil ta Manne here al pA uns E MT ? ui і wot to Тад the warlene of triers y la Resident Evi ) muda 


Many Deane D hie Ay tiated with the 





Edge: Finally, judging by Capcom's output in the past, should we expect Streetfighter Vs Biohazard to appear soon?! 


Early designs for Resident Evil 2 
reveal horror is still paramount 
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George A. Romero (top) directed 
the lavish RE2 TV ad (above, right) 


RESIDENT EVIL 2 87 





When Resident Evil was released in 1996. many Gamers wondered how a company previously renowned for iis repertoire of scrolling shooters and 20 beai ‘em ups should 
suddenly come up with the idea for an innovative horror adventure. On playing the game, however, Capcom's main inspirations and influences аге clear to see... 


Although Resident Evil was rhe first arcade 
adventure rà make any impact on the 
Playstation, the game — regardless of Capcom & 
claims = did not herald the stari of a whole new 
genre. Way back in 1993, French developer 
Infogrames released the lirst part of its famed 
Alone in the Dark trilogy on Tie PC {SEE nage 
107), a horrar-based Action adventure which 
mixed palygon characters with detailed 
pre-rendered backgrounds. Sounds familiar 

But the similarities with Resident Evil don 
end there = despite kammas insistence that 
Capcom's team were not influenced by ihe 
seminal French title Frederic Raynal, désigner 
of the latter, told Edge, Resident Evil is 
d:elfinitply inspired by AITO. it’s an adventure 
game, you're im a hogse Infested Dy Jontis 
you control ап animated 3D character; even 
some puzzies and scenes ano the same 
(pushing the big clock, dogs jumping though 
windows, etc). There are too many similarities 
for it to be a coincidence, іп lact when | saw 
Resident EW, I was proud of what cowl! be 
Hone wim mmy inea wih aday s Technology. But 
1 WS магу Upset when | read an artiche im which 


Ihe creators of Resident Evil чы they haa 


Ine idear What à cruel wore! 





By commissioning Romero to create the Resident Evil 2 TV 
advert, Capcom was no doubt acknowledging a debt to 
perhaps the greatest influence on the original game: the 
director s "Living Dead trilogy 

Most obviously, of course, there are the zombies 
themselves. (п "Night of the Living Dead’, ‘Dawn of the 
Dead’ and ‘Day of the Dead’, these putretying creatures 
shuffle about, arms out stretched, emitting low moaning 
noises — a haunting image, especially in the numbers 
usually presented toward the end of the films. Thé virus 
victims in Resident Evil exhibit the same ponderous 
movement and eerie groans, and the fear induced by 
these seemingly unstoppable, mindless Cannibals iS as 
ereat in the games as it is in the seminal horror flicks 

Bul Residen! Evil has borrowed even more widely Tom 
Romero and zombie cinema in general. Ihe theme of 
desperate survivors defending themselves against waves 
of undead aggressors while trying to discover the source 
of the attack is a recurrent one in the film genre and 
provides a solid basis for the storyline in Resident Evil 
Romero in particular made use of seemingly benign 
locations like shopping malls and TV studios ro place the 
action in a believable context, thereby drawing viewers 
deeper into the experience. The Resident Evil series 
replicates this with a beautiful mansion, police station, 
picturesque gardens, and soon 

Neither can the gore factor be overlooked: Romero 
was famous for using real animal viscera during the mass 
cannibalism scenes in his films, and rarely would ten 
minutes go by without a throat being npped out or à 
Paping zombie stomach spilling yards of steaming 
intestines. Resident Evi boasts Zombie heads being kicked 
off, shotgun biasts which send gushes of blood across the 
room and all manner of hideous monsters capable of 
tearing STARS officers limb from limb. Perhaps the mast 
important lesson Capcom's designers learned from 
Romero, then, was don't use а pint of blood when а 
couple ot gallons will usually sutfice 
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The games – old, new, whatever – that 


have grabbed Edge's attention this month 








The definitive monthly assessment of the world's latest videogames 








Crash Bandicoot 2 


must have missed the meeting where we 

decided platform games were no longer hip 
‘Unless they're 3D, they suck. Sorry babe! (That's how 
journalists and PR people talk, you know.) 

Does the following ring any Dells? "Its derivative 
and often unoriginal gameplay make it a title that As 
frowned upon at first...” Yes, Crash Bandicoot 2 nas 
had a kicking in the press, And guess what? I'm going 
to give it one, tDO 

Actually, ve got a few reasonable complaints 
about Crash 2, rather than just being worried what my 
hipster friends think. It's not Crasn himself who | have 
a problem with. He's a top Моке. Any night out with 
him will end up with throwing bits of kebab at each 
other, laughing hysterically and shouting at girls 
waiting for a taxi. And it's not the art. Crash himself is 
gorgeous, the other characters are beautifully twisted, 
the animation superb and the cut scenes work nicely 
The controls are good, too. Crash is easy to manage 
and his new moves fit in really well with the overall 
flow of the game. Sa what's the problem? 

They're ittie things, but they're important i^ à 
platform game. Collision for one. There are levels in the 


game where Crash gets to ride a baby polar bear 
through perilous canyons, jumping and tumbling 
through all manner of nasty obstacles. Which is nice 
But when you siam to a Complete halt, splattered 
against, well, thin air, Crash having snagged a stray 
fingernail on а looming, icy statue, you do get a bit 
upset Then there are the ‘Oops! I've died levels, 
where the player ends up throwing away lives in order 
to learn the layout of the level. You do get a lot of lives, 
but dying simply to discover а pit. an electric fence and 
a few mines (ouch!) is a real bummer, in the realms of 
deadly game sins, it's almost as bad as getting shot by 
something off-screen 

Crash 2 is so very harsh over minor things. Jump 
on a sinking platform while it's only ankle deep in 
water and poor Crash drowns: Platforms crumble from 
under him and the slightest touch of anything 
unfriendly means Crash has had и. 

That's it; nothing huge, Dut these things nappen on 
every singie level. Despite gorgeous graphics, intuitive 
controls and Cunning level design, | was left feeling that 
if Naughty Dog had been a little more critical during 
testing, Crash 2 could have the classic | was naping for 
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Resident Fvil 2 


Р 





Creatures stumbling near any of the fire 
sources in the game will ignite, but 
luckily you won't (above). The sheer 
quantity of enemies in Resident Evil 2 
can feel overwhelming, particularly 
when running desperately short of ammo 










The game is packed with exceptionally high quality, realtime cut 
scenes that help tell a very convincing story (right, above right) 


mab PlayStation er. Capcom in-house Release Out now (USA/Japan) May/June (UK) 
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or a machine as pervasive as tne PlayStation 


its a Shame that the truly seminat tithes 


be counted on the fingers of one hand: Gran 





Turismo, Tekken, Tomb Raider, Resident Evil and (for more 


iU 


acquired tastes, pernaps) f 


titles to die for, the instant classics that have proved that 


na! Fantasy Vil. These are the 
sony s machine is more than a popular cultural icon, Dut 
also a machine for hardcore gamers 

New arrival Gran Turismo 15 obviously too young to 
slicker model, but most of the 


others have been treated to well thought-out, 


have Deen superseded by а 
intel Шз: int 


yretul not to dilute ti 


sequels that have largely improved on the originals 
though all have beer 


inm ге. 
е Origin 


recipe for success. The list now includes Resident Evil 


Those that have rejected the childish nature of 
Nintendo's releases in favour of the PlayStation's mort 
mature library, will find comfort in Capcom 5 long-awaited 
зе [5 adult in cor pt (it has a 17+ rating in the US 
ntelligent in execution, and above all, frighteningly good 

The events of the sequel follow on from the original 


зоте time has Passed since the original outbreak of tne 
Т-мігиѕ that transformed the occupants of a sectuded 


country house into mindless zombies. Now the 


dis i. us 


a Morge ÛÎ 


intection has spread to me nearest town — Raccoon Cit 


ust Know IL) to 


importantly, to escape 


ym at the mystery, and just as 
alive with the knowledge 

RE215, a5 you would поре, a major advance on the 
yriginal both technically and in terms of storyline. For а 
start, the backgrounds have been immeasurably improved 





There are some fantastic new weapons to be found in Resident Evil 2 
including a sub-machine gun, a flamethrower and a taser. These new heavy 
weapons require two inventory slots to carry and have a limited lifespan 





nat immediate 


appearing screen at one time, giving 1 
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Just like the original, you only know a 
monster's really dead (as opposed to 
undead) when the tell-tale pool of blood 
starts seeping out from the corpse (above) 











moments of the game a more frantic feeling than anything 
in the original, as you attempt to gun your way throug! 
Massed гап" f townspeoplie-turned-Tlesh-eaters 
Thankiully there has also been a dramatic 

improvement in the loading times of the various scenes 
There's still a perceptible pause every time you move to a 
new area, and the familiar opening-door device Is still 
used to cover the sucking of data from the disc. Just 
enougn time, however, has been shaved off to prevent it 
becoming as tiresome as it did in the original 

But the single biggest step torward 15 the vastly 
improved piot. Conversations Detween various characters 
in the original would tend to leave you more confused 
шош what was going on than you were before. The Set 
pieces that now occasionally interupt the player in RE? dc 

much more fluently, and they add to the drama of the 
untolding events rather than detracting from them. While | The CGI intro is one of the best Edge 
Resident Evil's dialogue included some of the most badly == vy ias i сли portan, 
delivered lines ever heard in а videogame, the sequel has | art cor hie ee pape Pe 
a script that - while not exactly Shakespeare — isn't far | there, then) . The truck sequence, in 
short of something like the X-Files particular, is stunningly animated 

And the script eally crucial to Resident Evi! ; 
because tnis 15 à videogame that 5 more akin to a movie 


than almost anyrning eise that s Deer attempted. Мис! 


nas already been made of the Influence ої tim director 
George Romero's wor 


of content, but also ir the fields of lighting and camera 


К On the first game, not just in terms 


» 
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Some of the scenes make obvious cultural 
references to horror classics such as 
‘Aliens’ (above) and ‘Poltergeist’ (right) 
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The spiders are back (above right) and this time they hunt in packs. The little girl in the sailor suit with Claire 


is a pivotal character in the game and sometimes you get to play her, too. A huge mutating vine (above left) 


4 wor jl Le T tt 
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Of The | EI j f gent : па! 
Im 19 IU LT TM @ jg t aH 
TO таке tie same strands oT prot and weave (hen [IO B 
broader background. Resident Evil, like 'Night Of The 
Living Dead'. was esserti illy a one-act pray With [UST the 
one set — a поџѕе іп the country. Resident Evil 2, ont 
ather hand, attempts to broaden things by placing the 


action across a mucn wider arena ant 


seperate distinct locations, making the actual game area 
bigger, and benefiting from more camera angles, ! 





The effective use of close-ups in 
certain scenes throughout the game 
makes the action more frightening 


As in the original, Resident Evil 2 offers you two 
.haracters; one male and one female. This time around, 
however, instead of choosing between two elite cops, you 
have to шау роп Characters to completely finish the 
game — each character occupying Its own CD. First up is 

eon, the rookie cop, and only when the game nas been 
finished with him does the player get to swap discs and 
play Claire, the girl who's come to town to look for her 
brother. Both characters play essentially the same levels, 
ithougn Claire does get access to some new areas 
denied to Leon and the puzzles are moved around. The 
nry available to the two is different as well. A neat 
earns iat Leon 5 progress mrougn the game 
715 Claire s. If Leon picks up some equipment, пе 
nies it to Claire later on, and there's one puzzle right at 
the end of the game that requires both characters to have 
acted in a certain way — But solving it is not crucial to 
fishing me game 

There are also many more characters populating the 
there are other survivors to find and 
interact with. Cleverly, you also get the opportunity to 
play some of these characters at points when progress for 
the main two Decomes impossible. When Leon is KNOCKed 
In scious, for instance, the player suddenly and rather 
inexpectedly gets control of a mysterious woman. Then 
at a clifT-hanging moment it's suddenly back into Leon's 
body as he groggily wakes up. Little moments like these - 
a5 Was the case in the Alone in the Dark series - make the 
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This character (above left) keeps cropping up throughout the second segment. He seems to be Claire's 
personal bogeyman and while you can put him down for a bit, you can’t kill him. Run and hide is the best plan 


game much more enjoyable, the unexpected pepping uj 


of what might otherwise have become repetitiv 


E t 


The puzzles in the game are all fairly straightforward 
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first game will find some of them a bit too familiar. As 
before, though, the puzzles are really devices to open up 
new areas апо keep the player on-track throuen the 
storyline – the vast majority of them involve obtaining and 
using Keys of some kind or another. The enjoyment of the 
game comes more from the atmosphere and story than 
trom the conventional videogame techniques of trial 

Ihe game environment deserves a mention too. Apar 
тот Go/deneye and Tomb Raider, it's hard to think of 
another game that so convincingly transports the player 


through the glass TV screen and into the body от the 


onscreen character. The scary moments — and there are 
quite a few — are made even more frightening by the 
involvement you have with your character, and more 
notably, the feeling you have of "being there 

his is largely due to REZ S totally Convincing 3D. Ever 
though it s not possible to reach them or see them, all the 
parts of a room are Tully-mapped in the PlayStation = 
memory. This can De tested Dy firing the Dov 
Claire s weapons that simultaneously launches three 
crossbow bolts in slightly different directions. By listening 
to the three impacts and the way they change as you 


point in different directions, a тар of the area can be 


built up with all the corners and curves that are never 


seen, but which are there nonetheless 


Ine aural authenticity doesn't stop at sound effects 
though. Superbly eerie chip-generated mus 
accompanies the onscreen апі remarkable fashior 


and serves as a way of severely heightening the tension 
further still 

Equally convincing are the monsters. Usually these 
will be heard before they're seen and it doesn't take long 


before to differentiate between them from the noises thi 


паке. But ITS when they Iu er or SKET or leap Init 
ew that tne full impa { 1 Tha se monsters ат 
iorrible, convincing creature it make the Ful 
t] ТИ \ 1 at ne 3! Ti ta i | ite F "41i / + 
player to be gripped by sheer panic when jumped 


often happens, vitally delaying reactions 


The biggest compliment that can be раю to Resident 


Evil 2 (and its precursor) is that, in the two years that have 


passed since the original's release, not a singie title Па: 
even come close to matching it. And this will probably 
| 


hold true for its absorbing, frightening and sumptuousl 


Detailed follow-up = a seque! that Clearly points the wa 


HI 15% ГЕ пт = ا‎ ví IT ч. Hn LT i (тч [ [e at T № b- 
movie 15 no longer sometning to snigger about 


Edge rating: 
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After Leon is injured at a crucial point, he 
gets bandaged. Details like this make the 
game much more absorbing to play 


The controllable girl, Sherry, may 
have no weapons, but she's small 
enough to dodge most creatures 
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While special moves are accompanied by an 
расне каб на рар oe aw 
attacks can see the whole fighter flash heri Eo ceca Cai are, yet satisfactory, feel 





hile the apparent standoff between Nintendo, 
Capcom and Namco continues, Né4 gamers 
have waited for the machine's first classic beat 
‘em up with a growing sense of desperation. There are 
now as many Né4 fighters as any other game style, but 
the titles on offer range from the insuitingly poor (Mortal 
Kombat Trilogy and Dual Heroes) to the just about 
а (Mace: The Dark Age). Fighters Destiny, formerly 

ighting Cup, is the first title to make a serious fist of 
bie the Né4's honour 

Based on a novel points scoring system to decide 





BOUTS TAKE PLACE ON RAISED PLATFORMS, FROM WHICH 
CHARACTERS ON lens VERGE OF A NO QUT 
CAN HANG AND SOMETIMES SCRAMBLE BACK ONTO 
| er bouts, the game uses the N64 controller's D-Pad to 
GEO атре control a range of 10 polygon-generated fighters (though 
more become available later). Button controls are in the 
familiar punch, kick, block set-up, allowing more complex 
moves to be built up via swiftly-tapped D-Pad and button 
combinations, Characters are unarmed, and the majority 
of the game's moves are derived from the Virtua Fighter 
school. However, hidden within the game - in a range of 
ever harder combinations – are the kind of pyrotechnics 
more reminiscent of Street Fighter 
The stand-out feature in Fighters Destiny, however, is 
its points system. Seven points are needed to win a bout, 


KNOCK DOW ч 





Players will need to perfect some of 
the game's more advanced Moves requiring as Mal Үү SPOarste encounter 5 ds i tares tw 
before achieving a Knock Down reach that score. Knocking an opponent down earns three 


throws earn two, a successful special move can 
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flashes of red at fhe point of contact. Powerful. 


Imagineer 
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TOTAL TIME 


notch up four, while countering (reversing) a special earns 
three. Significantly, the two great beat ‘em up stand-bys - 
ring outs and power-bar-to-zero knock outs - earn only a 
single point. Players quickly learn that a good knowledge 
of the more complicated moves is the only real way to 
Progress in the game; all-out button thrashing wins low- 
scoring ring-outs, Dut gives the opposition plenty of time 
to come back with a match winning Special or 
Knockdown 

A host of unique touches also mark out the game as 
something special. Bouts take place on raised platforms, 
from which characters on the verge of a ring out can hang 
and sometimes scramble back on to. One brilliant 
technique can enable a dangling player to reach out and 


PUSH START 
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TOTAL TIME 





Fighters Destiny encourages players to дая 
ean moves rather than simply = buttons 






£60 KRESE Out now 
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Grapples on the edge of the arena can be a battle 
of wits. Using the step button, a cunning gamer 
can throw an advancing opponent off and out 





grasp the ankles of his opponent, pulling him to the 
ground. The game also includes a pleasing variety of 
throws which the victim can resist with a frantic tapping 
of the block button. During this sequence, the game view 
changes seamlessly to give both players a perfect view of 
proceedings. The satisfaction of activating power moves 
is augmented by the spectacularly realised special effects 
that accompanies them; Imagineer has set the visual 
standard that others will have to beat 

While Fighters Destiny i5 clearly the best beat em up 
available on the N64, it s not without its shortcomings 
Control is somehow not as fluid or as immediate as a 
Tekken or Street Fighter game. The D-Pad on most N64 
pads are sorely under-used, and certainly stiffer than their 
Saturn and PlayStation counterparts. However, the 
game's slight siuggishness to respond to movement 
commands can't really be put down to this, or the 
unfamiliarity of a game based on anything other than the 
analogue stick Because beat 'em ups are such simple 
games, their success or failure often comes down to 
almost infinitessimal differences in programming. Fighters 
Destiny shows that Imagineer has much to learn from the 
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Character design takes a turn for the unusual with the introduction of a Pierrot-style clown as one of the 
main characters and a strangley bi-pedal cow as a bonus. Edge fears for the sanity of the game's developers 
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game has a number of 


likes of Sega, Namco and Capcom 

rhough moves between characters are nicely 
differentiated, Edge would also question whether there i5 
the sheer number to keep a beat 'em up expert fully 
satistied. Games like Virtua Fighter 2 have set high 
expectations for the number of attacking options open to 
the gamer, and although, superficially, Fighters Destiny 
seems to satisfy - characters do look and fight in 
genuinely different styles — true beat ‘em up aficionados 
may soon find little new to discover after prolonged play 

Namco and Capcom will find little in Fighters Destiny 
to prompt any emergency board meetings, but they 
should take note. The wait for the perfect моќ beat ‘em 
up continues (and will do until Nintendo makes one itself 
ог coerces a trusted third party into doing so), but E 
this is the bravest and most innovative attempt yet. 






Edge rating: : P ` 
Eight out of ten 
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Fighters Destiny offers plenty of replay incentive. As well e of hidden characters, th 
peche неги be modes that should ал nt Кыр и back Р 





Character animation is the best yet 
seen on the N64 but still not as 
great as we might have expected 
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Make no mistake; this is one of the 
most visually rich and rewarding 
PlayStation games so far seen 
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Get ready for full-on action: One is crammed with non-stop blasting and blazing, all the way to its conclusion. Unfortunately the game's sub-structure 
can't quite stand up to the pressure, failing to offer a substantial enclosure for the endless explosions. And of those, there are very, very many... 
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making Jie eback. Easily chiet among these fresh 


faces 16 &auaresott's sublime Einhander (eight out ûf ten 


credibility for the space-based 


facet of the genre. The second such title to arrive is One 
J 4 i . i t M апп THO fi 
atur mg ПО snoot at Iur 1 JOT | 
n line with every second PlayStation title of the 
moment, опе nangs haphazardly around a futuristic plot 


Protagonist Cain has awoken in unfamiliar surroundings. 


burdened with the twin troubles of a missing memory аг 
{ТЇЇ F J i j id й T F ji rer É 
а ng ed laser, essential equipment Weak 
eyenge on his enemies, It would seem the imaginatior 

ASC s development team knows а few too тапу bounds 


Action commences immediately. with the player 


guiding Cain in a madcap dash down a lone gangwa, 


-onstantly under fire from а gunship. As with all sections 

31 Опе, this initial Stage is viewed in the third-persor 
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ioudspeaker-Dattering explosions, and masses of depi 

falling around the character, the theme for the remainder 


H Me game вагу Set 


Each of One 5 successive locations offers a new type 
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In this section, Cain must kick these undersea 
creatures from the glass to prevent implosion 





еріп than a simple fade to Black. One's 

second level 15 equally stunning — graphically = with a 

rooftop battle that routes from open spaces to precarious 

ledges, This is the stage that has perhaps the most 

rewarding design, due to the close integration 

with the gameplay. unfortunately, it's also where One's 
O50 5eriDLS пам tears througn tne acho 

Creating а solid, controllable jumping me 


ee-dimernsional piatiorm tithes nas Deen a recurring 
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problem for developers. ASC has been unable ti 
this curse, and One suffers p 
game 5 loose character positioning is тегү annoying in 
early stages, when the result is only to set-back progress 
However, as soon as missing a platform ends in the loss 


articulariy heavily. ne 


of a life, One frustrates to the point of disdain, The stage 
that are limited in the number of such jumps are botî 
more enjoyable and more suited to the style of the game 


For One is all about blowing things to pieces, and whe! 
the gameplay focuses on that, the experience is 
remarkably involving 

One's strongest aspect |s the novel connection made 
between Cain's health and weapon strength, Shoot ‘ет 
ups have always been about expanding the available 
armoury's content and power 
integrated in its game. Cain begins combat armed with 
а slow-firing, green hued laser, the азе ОЁ which 15 
represented Dy а small rotating ball ir согпег ої the 
ѕсгееп. The more damage to enemies and environment 
Cain chaiks-up, the more powerful and rapid nis Daster 
Decomes, while taking hits reduces both. It's 
which ends with a flourisn, as the maximum weapon 


a facet which ASC has 


а nce touch 


strength converts the character s secondary punch attack 


into a devastating explosive blast 
After the smoke has settled, however, (yes, there 
‘however’), One doesn't quite click with the player in the 
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The mountain section (main) is particularly striking, although the camera tends to wander away 
from the great-looking canyon. Other areas clearly owe something to the movie Blade Runner 
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deserye Edge 5 recommendation 
Edge rating: 
Six out of ten 





One features a mr cm of nice bonus 
weapons, such as the all-engulfing 
flame thrower (far left). The standard 
laser is also pretty effective 
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Originally born as a bundled demo for 
VideoLogic's Power VR card, URP also 
supports 3Dfx (screenshots shown) 


| URF's fogging effects are used mainly to depict 
weather, although 'pop-up' is cloaked in thís way 
| 
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Designed from the ground up to run accelerated, the frame rate. Running on Edge s P266 through 3Dfx 
URP is jam-packed with all the features expected from with all options enabled, but drawn in letterbox format, 


such games. Gouraud-shaded, realtime lit, z-buffered, URP slips along at a silky 40ips. Make no mistake, visually 
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vibrant than those generated by Power VR, but this, it 
seems, is a standard dilTerence between the cards 
Leaving aside its graphic accomplishments, Uitimate 
Race Pro pleases and disappoints in equa! measure. The 
good news 15 that Kalisto has succeeded in imDuing its 
game with a credible handling model, although the cars 
are tail-happy In the extreme. it says much about this title 
that a handDbrake key Is included — and must be used for 


successful navigation of the 18 courses (16 standard plus 


a training circuit and a multiplayer arena). However, such 


slip-sliding antics have resulted in innovative track 





designs that regularly twist and turn through 180 degrees, 


Strangely, all of URP's cars can be 
customised to suit d i ад needs, 
making the preset settings redundant 


making them stand out from those of other games 





E PC Microprose Kalisto E30 = Out now 
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Whatever else, U/timate Race Pro hammers along at a fair rate, sounding the death knell for 
unaccelerated games once and for all. Grappling with the oversteer-prone handling will prove a 
challenge for even the most experienced racing game fan; scenes as above are commonplace 





In more general terms, the conception of the courses game. Winning a race merely results in a ‘Congratulations 
аск the imagination displayed in Sega's Daytona USA ~ а you came ist message; URP shuns familiar notions such 
title which URP struggles to ape. With locations ranging 15 extra cars or tracks — to its detriment. The multiplayer 
fri ПЕ the expected itt ri ugh a ty eor treets ren eti TT ti netu rk game 5 reason M lao T |! | Bii Ar ү teatures z| 
underpasses), to the downright dull (nondescript single arena with a few token power-ups. Ultimately 


countryside), Kalisto has done its game a disservice though, the game is crippled by its inferior Al; compute! 


Fortunately, the actual layout of the tracks rescues il controlled opponents tour around the tracks in single file, 


signtly, helped ro no small degree бу its technical offering little in the way of interaction, On these terms, 


showmanship. Also of note are the Weather and daylight Gran Turismo leaves URP stalled on the starting grid 

effects deployed on selected stages, with the fade from Kalisto has done so much right with URP, in particular 
day to ment, and from wet to dry admirably executed. At the nanding and visual aspects, Mat rts a shame that 50 
easi in pure numer terms LIRP'« teen courses are Hie thnouegnt nas gone into turning what was essenti ily d 


comparable tO ts contempories. althougn several of these great demo into a credible title. On the PC it may not have 
are repeated - either at! ight or reversed much in the Way Of competition. but mere are still gaping 
Edge'5 most serious reservations, though, are with holes in L/!timate Race Pro that could have been 


the apparent lack of consideration given to the game ‹ filled Dy another few months in devetapment 





structure. L'RP's testbed roots push up through the 
freshly lald tarmac of its new tracks, tripping it at every Bugereting — sorm 
step. Simple reward systems are totally absent from the Six ) LIT 01 ten 





Back on its VideoLogic home turf, Ultimate Race Pro benefits from sharper colours (above). Track layout is 
fine; environment design is not. The multiplayer arena is sufficiently complex to stand repeated play (right) 
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Although not particularly complex or 
challenging, Tomba's platform 
sections make up the main bulk of the 
me. Neat design and typically 
zarre Japanese humour help the 
game from becoming a chore 
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The game's RPG element means 
‘having to go back and forth through 
levels and using the correct items 





now the rightful heir to the SNES crown. It has a 

market penetration that includes as many 
non-gamers as fans, and a seemingly never-ending 
stream of titles unhampered by the anticipation that now 
unfortunately accompanies Nintendo 64 games. And it's 
precisely titles like Tomba, from the delightfully named 
developer Whoopee Camp, that proves the PlayStation's 
mainstream appeal 

Toma's heritage lies in dozens of Super Famicom 
platformers from Hudson's PC Kid through Namco's 
Xandra's Big Adventure passing Data East's Joe and Mac 
along the way. At its heart is 2D platforming, pure and 
simple, but add a rousing cartoon intro (courtesy of CD 
storage space), some typical Japanese lunacy, plus a 
sprinkling of lightweignt RPG characterisation, and the 
whole package comes together just like it did So many 
times during Nintendo's 16bit heyday. 

Like Namco's recent Konoa, Tomba has also been 
looking at western titles like Pandemonium and its 
pseudo- 3D solution to advance the platform вате. But 
Edge isn't convinced of its merits. While the game's 
backgrounds ~ a mix of real-time and pre-rendered 
polygons - give Tomba that contemporary glossy 3D 
sheen, and it's spiky, pink-haired, protagonist can at 
times move in and out of the screen, the majority of the 
action is firmly rooted in the left and right, swing and hit, 
camp. It's easy to suspect that Whoopee Camp have only 
included these nods to the third dimension because they 
feel it's expected of them. If they could have got away 
with it, Tomba would have worked just as well with a few 


T here сап be few who doubt the PlayStation is 


Formet: Playstation Publishe 
Release Out now (Jap) 


Whoopee Camp 





ieveloper. In-house Price 


layers of parallax scrolling and a couple of fancy sprites 
standing in for the cut-scenes 

Likewise, although its designers have tried to invent а 
new method tor Tomba to dispatch the game 5 various 
enemies = a belly flop onto their back followed by a 
somersault throw — it frequently falls back on the oid, 
traditional, projectile weapons, as if unconvinced that 
their new ideas really work that well 

Looking objéctively, there's е to stop Tomba! 
quickly drowning in the sea of current PlayStation 
releases. As a Straightforward platformer, its simply no 
better or worse than many of its 16Dit predecessors. But 
those who seek it out and appreciate its quirky Japanese 
charms, can feel sate in the knowledge that five years on, 


they'll be able to smugly cite it as a classic example of 


old-school platforming. Especially when no-one 
else has a clue what game they're talking about. 


Edge rating: a 
Six out of ten 
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This year's Warhammer opponents are the Greenskins: unsightly and barbaric hordes of Orcs and Goblins 
who are complemented at all-too-frequent intervals by the Undead - a dodgily animated bunch of stiffs 








censing behind current events which, allied to non-existant unit 
Ornen A) often means your own units will happily bombard 
згосоге васп omer till you arrive to clean up the mes 
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they are meant to see the player through an entire skill, although rarely do your units have an opportunity to and you can zoom Їп to see ye 


campaign. Aprés-battle the player collects a mercenary take tactical advantage of the much-vaunted 3D terrair olde sprites in all their gory detail 
tee for his efforts which can be blown on replenishing he story line is strong and portentous, though not 3E 
troops, hiring new regiments and upgrading 35 portentous as Dark Omen's tragic flaws 
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ripted nature of each encounter, with enemies faithfully 
ippearing at the same points, breeds over-familiarity 
Frustration rapidly follows a5 a counter-intuitive 
interface hampers your efforts to proceed. Though a 
гапо improvement over the original Warhammer р 
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The cluster of icons in the bottom right 
allow for charging, shooting, retreating 
and the discharge of magical weapons 
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Nagano Winter 

Olympics '98 

Edge must admit to holding some hope 
of this version being superior to that of 
the N64, as the two versions were 
programmed by different teams within 
Konami. But sadly the reverse is true, 
with this PlayStation interpretation 
proving to be more disappointing than 
its predecessor. 

There are some improvements, 
however, the graphics displaying a 
crisper quality than its Nó4 cousin. 
Unfortunately, the characters turn out 
to be less controllable, with some 
events, such as the bobsleigh, 
appearing to refuse to obey the 
player's instructions. Furthermore, the 
collision detection, particularly during 
the downhill events, doesn't appear to 
be the most refined example yet seen in 
a videogame. 

In essence, the flaws of the N64 
version are still present: there is little 
diversity in the nature of the events, the 
several control methods somehow lack 
unity, and the whole thing sits 
uncomfortably somewhere between à 
sim and an arcade experience. 

Utimately, then, the result E 
remains regrettably unengaging. 


Edge rating: 
Five out of ten 
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Soukyu Gurentai 
Oubushustugeki 


Somehow, despite the fact thal 3D i: 
now almost universally considers | 11 
essential game element, the trusty 
old 2D shoot ‘em up has retained its 
magnetic hold over the Japanese 
gamers consciousness. In many 
ways, the genre i5 reaching =тарпапот 
point, but Soukyu does at least offer a 
few new angles 

Most obvious concessions to the 
"as are visual. The beautifully lit 
backgrounds аге littered with 
impressive 3D features (the 
skyscrapers looming beneath the 
acnan al ine DP REMMI oF The sane 
are parbicularly good), and there are 
some great weapon effects. In 
gameplay terms, the title Teatures а 
excellent laser-targeting system whict 


a -— =. art 
ur enemy 4 att and 


Cans te screen 
nen dots np wiih missiles when rhe 
hire button ii released. Whats more 
the player gets to choose from four 
different craft at the beginning of the 
adventure, providing a little variety 
However, at times this is shoot 
em up action at its mest denvatwe 
Enc-ol-lavel spaceships that shoot out 
massive rays of blue light, and 
steroid felis where the payer has 
ta navigate Detween masine 
boulders as well as avoid enemy fire 
are just wo oT the cichés mar Data 


Eas! employs. it represents a 


compulsive blast for shoot erm up 
connoisseurs. but anyone else 4 
should probably stay away : 
Edge rating 

Five out of ten 
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F-22 Raptor 


Although Lockheed Martin only recently started manufacturing F-22s, the PC 
already boasts a capable simulation. NovaLogic's newcomer, Raptor, might 
not have the depth of DiD's Air Dominance Fighter (awarded 9/10 in Edge 52) 
but for this very reason, many gamers will find it the easier F-22 to enjoy. 

Flying the F-22 is straightforward. The fighter's radar-resistant design 
means it would actually crash into the ground without constant 
computerised assistance. In effect, even real pilots control a largely 
simulated airplane. But F-22 Raptor scores further points for simplicity with 
its sequential mission structure and hassle-free gameplay. By contrast, DiD 
immerses the player in a bustling virtual battlefield. It's wonderful but, 
without a sufficient investment of time, bewildering. Gamers should decide 
what sort of game they're after before choosing their sim 

Sadly, in comparison with DID's game, Raptor also falls slightly short 
graphically. Almost unforgivably, its 3D engine actually precludes hardware 
acceleration. On lower-spec machines without accelerators, Raptor could 
possibly be the better option, but it's F-22 ADF which exploits the full 
potential of a state-of-the-art PC 

NovaLogic has created a fine simulation in F-22 Raptor. it just pc 
hasn't created the best. Є 


Edge rating: 


Eight out of ten 
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Skull Monkeys 


Skull Monkeys is the first PlayStation title to emerge 
from DreamWorks Interactive. Before going it alone, 
several members of the team had previously 
worked on Shiny's acclaimed Earthworm Jim for the 
160и machines. That certainly explains the 
similarities between the two games 

Skull Monkeys |5 a member of the platform 
game 'old school'. It warrants its 32bit tag, 
however, in the use of stop-motion modelling for 
the main characters and backdrops. The animation 
team's hand can be seen as the large cast of Skull 
Monkey species and platform-based hazards are 





scrolled on screen. Every aspect of the levels and 
characters is beautifully handled, and the speed of 
gameplay is enough to make Interplay s Clay Fighter 
team weep 

Despite the graphical prowess, in terms of 
gameplay advances there is little difference 
between this and the five-year-old Earthworm Jim 
Old ideas are trotted out in their new clay disguises, 
with everything from 100 objects equating àn extra 
life to hidden bonus stages taking a bow. The only 
concession to the five years between the two 
games is the large level 
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For all its dated content, Skull Monkeys is still 
more than playable. It relies on its speed to cover 
any lack of substance and the initial urge to explore 
is strong. Sadly, prolonged play reveals deficiencies, 
and the fart gags and childish humour start to grate 
Perhaps for the younger game player, Skull Monkeys 
is а novel take on an old idea, but a curate's 
egg nonetheless € 
Edge rating А 

Seven out of ten 
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* Sega Touring Car 
Championship 


Sega PC's conversions of Sega Touring Car 
Championship and Sega Rally are equally 
disappointing for the knowledgable 
gaming purist — but for distinctly different 
reasons. Rally's failings are those of its PC 
development team, yet blame for Touring 
Car's flaws must lie with original arcade 
developer AM Annex. 

Admirable as a demonstration of 
Sega's growing PC prowess, STCC sadly 
highlights the mediocrity of its cabinet- 
based cousin - bereft of force feedback, 
steering wheel and other such standard 
arcade paraphernalia, it's a shallow and 
comparatively lifeless experience for the 
Solitary player. 

While Sega Rally was influential and 
innovative, Touring Car was always a 
derivative size-3 retread of Rally's 
pioneering size-12 footsteps. The 
similarities between the two titles are 
numerous, with direct comparisons 
always finding à jury's verdict in favour of 
Rally. in the crowded PC marketplace, 
Touring Car's shortcomings are rather 
more apparent. 

As a oneplayer game, Touring Car is 
easily completed and relatively simple to 
master. Fortunately, the option to play 
LAN and Internet sessions with a full field 
of players is as enjoyable as the arcade 
version's fourplayer link-up. Though not in 
the same league as the original Daytona, 
racing against human competitors is 
infinitely preferable alternative to the lack 
of challenge offered by the mechanical Al 
racers. But, with the likes of Kalisto's 
Ultimate Race sequel, Virgin's Screamer 
Rally and CodeMasters' TOCA all offering 
extensive multiplayer and solo options, it's 
hard to imagine PC owners buying 
Touring Car for this reason alone. 


Edge rating: 
Five out of ten 
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Last Bronx 


While other publishers and 
developers regard support for 
accelerator boards às а prerequisite 
Sega s apparent :gnorance of the fast 
growing CSD market becomes ever 
more inexplicable. Last Brom 
underlines Hs need to address this 
probem. Despite it being Sega's most 
accomplished Conversion t date 
Bronx s software-anly engine makes it 
а viable purchase for the high-spec 
PC owner alone — an undesirable 
state of affairs for a publisher wishing 
to further establish sell in an 
increasingly competitive market 

With options for "true 50 
backdroos and character models 
identical ta the arcade original, Last 
Bronx ears me moniker ‘arcade 
perfect’ by being just that. Its options 
however, are largely dedicated to 
ensuring an adequate representation 
will rum on а less powerful PC = a 
Cungus irony, gen that adequate 
acceleratión support could render 
many campromises Unnecessary 

Last Bronx supports network and 
Internet play, boosting its appeal 
considerably, The transition from 
arcade lû home is often unind to the 
beat 'em up genre, with fewer 
competitors available in a domestic 
environment, The prospect of Net- 
based tournaments is one area in 
which the PC currently holds a 
considerable advantage: the 
accomplished Satum version, with 
inferior visual and nc onime or LAN 
capability, makes a poor cousin 
by comparnson, 

Ultimately, Las? Bronx will be 
judged by many consumers with its 
hardware demands in mind = purists 
and casual buyers alike will Башк at 
the inadequacies of its low-res mode 

Unless Sega releases а much- 
needed 3D card patch, this excellent 
port could slip mre obscurity — with 
only а select few wealthy PC 


owners wise to ifs 
considerase ments. | 


Edge rating: 


Eight out of ten 








Theme Hospital 

Theme Park was already looking a bit rusty when Bullfrog rehashed it to 
create Theme Hospital last Spring. But is the dearth of similar titles on the 
PlayStation enough reason to repackage what's essentially an aging classic? 

Just about. Graphically, Theme Hospital certainly looks its age, with 
sprites ported straight from the PC. But fashionable appearances count for 
little in contemporary medicine — George Clooney notwithstanding. Game 
mechanics are crucial, and here Theme Hospital remains equally true to its 
successful PC incarnation. 

The player assumes the role of a hospital manager. With confidence in 
the NHS at low ebb, merely erecting what seems like a medical 
establishment is enough to lure in the local ill and decrepit. Their diseases 
are charismatic affairs, with bloated heads and invisibility taking the place of 
tuberculosis and strokes. The doctors attempt to diagnose the patients then 
send them elsewhere within the mushrooming hospital for treatment. If the 
ill look like punters milling around a fairground, that's hardly a coincidence. 

As would be expected, where Theme Hospital falls short is on control. 
Bullfrog has created a useable interface, but without the easy interaction 
offered by a mouse, managing the hospital becomes increasingly difficult as 
complexity grows. For cerebral gamers without a PC, though, that will 
just have to be endured. 


Edge rating. 
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Art of Fighting Twin 
Those with undamaged memory cells might 
remember Art of Fighting from the old SNES days 
Though never a leader of the 165011 beat “em up 
scene, it nevertheless provided competent fighting 
thrills and a playable alternative to the interminable 
Street Fighter series of the time 

This Né4 adaptation follows in its predecessor's 
combat steps, yet despite its typically Japanese flair, 
it fails to captivate the player in the same way as its 
ancestor. Eight fighters are available and represent 
the usual variety of characters, including the 
obligatory wrestler type. As is usually the case with 
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Eastern fighting games, Art of Fighting features a 
Super Deformed mode in addition to the more 
anatomically correct option 

Unlike previous N64 contenders, though, the 
action moves along at a healthy pace and each of 
the well-animated protagonists possesses a decent 
fighting repertoire. However, despite the occasional 
impressive special move (much in the SF vein), the 
graphics are generally unimpressive, with visually 
unimaginative characters and bland backgrounds 

The oneplayer mode is unlikely to take too long 
to complete, but adding another joypad does 
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wonders for the game s longevity, and anyone with a 
decent working knowledge of Japanese can always 
indulge in the story mode 

Yet, Art of Fighting's biggest problem is to have 
arrived at the same time as the significantly superior 
Fighters Destiny (see p94), which immediately 
prevents it from scoring any higher 


Edge rating 


SIX out of ten 
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Culture Brain 
Out now (Japan) 


Nintendo 44 
in hows WAGRO (£35) ! 
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NHL “98 

Electronic Arts’ decision to curtail all 
further Saturn development, with 
immediate effect, makes this current 
incarnation of its successful NHL 
franchise the last to appear on Sega's 
beleaguered 32bit format. Strangely, 
while other console and PC owners are 
recognising NHL '98 as the best hockey 
sim available, many Saturn owners are 
unlikely to mourn the loss of the series. 

It's hard to pinpoint individual 
features that reduce the impact and 
playability of this Saturn version, but 
it's immediately apparent that as a 
conversion it's an inferior port of the 
excellent PlayStation game. Sega's 
machine has a long history of poor 
thirdparty conversions, many of a 
standard well below NHL '98. But the 
traditional hallmarks of a comparatively 
lower development expenditure are 
almost embarrassingly apparent. Murky 
textures, grimy colour usage and a 
lower frame rate are risible flaws, while 
those familiar with other versions will 
find gameplay comparisons 
unfavourable for this Saturn adaptation. 
The confusing and allegedly lower- 
powered architecture of Sega's machine 
has long been cited as a reason for poor 
conversions. But, as owners of the 
format will attest, Sega's own games 
suggest an entirely different 
explanation is in order. 

With Virgin's excellent NHL 
Powerplay available at the budget price- 
point of £20 - and the Saturn version 
regarded as the best of all - Edge finds 
it hard to recommend this E 
distinctly lo-fi conversion. : 


Edge rating: 
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Snow Break 


Not so long ago, players wishing to 
indulge in some polygonal 
sneowboarding antics would be lucky 
to find anything other than Coo/ 
Boarders an the PlayStation. Now 
several titles already exist, wilh good 
and not-so-good examples appearing 
almost weekly 

Snow Break belongs to the latter 
group. After choosing one of four 
characters (two snowboarders, two 
skiers), players enter a championship 
incorporating four courses. These are 
Васі dull with lithe or ne 
imaginative touches and manage tc 
feature a quantity af clichés rarely 
seen in a videogame. 

More importantly, control a! the 
characters is awkward and the 
slightest contact with any of the other 
Iwo contestants often results in a 
tumble and subsequent frustrating 
loss of time. Furthermore, the camera 
sticks to the character so ngidly that 
any bump or angled bank results is 
instantaneously reflected by the 
viewpant, resulting in a very 
disonentating noe 

Uitimately, Atlus has developed a 
substantially flawed game with little 


appeal, and one that will only excite 


the most ardent and E 
desperate snow sparts fan 


Edge rating: 
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Actua Ice Hockey 


The forthcoming Winter Olympics have brought with them a host of snow- 
related games hoping to cash in on the hype surrounding this major sporting 
event. After Konami's disappointing use of the licence, there were fears that 
any other licensed product might rely solely on the strength of the Olympic 


logo in order to sell copies, as is sadly so often the case. 


As the only hockey game to sport the five Olympic rings on its box, 
Gremlin's Actua Hockey could easily have opted for such an easy, yet 
condemnable, route. Instead, Gremlin has put a lot of effort into this title 
and come up with a very competent and playable simulation of this ice- 


bound, hard-hitting sport. 


Visually, the proceedings look impressive with motion-captured players 
skating convincingly within the rink. They feel right too, both in terms of 


‘weight’ and the laws of inertia that govern this type of sport 


Every international team is featured and players can decide between the 
usual championship and exhibition options available, before hitting the ice. 
The stadia themselves are fairly convincing, although in terms of 
presentation, PlayStation NHL '98 is still superior. The commentary, too, 
although adequate, has a tendency to repeat more often than its 
competitors, and for most of the time the overall atmosphere is slightly 
subdued when put against EA's offering. This is true until a goal is scored, 
resulting in the entire stadium erupting into a kaleidoscope of colours and 
exuberant crowd noise - by comparison, getting the puck to the back 


of the net in NHL '98 feels rather unrewarding. 


Edge rating: 
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B his gathering of the first eight 
titles in Origm's Ultima series 
| is practically a history lesson of 
the roleplaying genre as а whole. Only 
the Wizardry series could be argued to 
have welded as much influence over the 
genre's development There have been 
two successful forays into 3D realtime 
RPGs (with Liltima Underworld 1 and 2), 
and of course the latest Internet venture 
Ultima Online, but it's the core senes that 
has really built up the legend of Britannia 
and its hast (and alter ego of the games’ 
author Richard Garnott), Lord British 
Ultima Collection gathers together 
ten titles from the series, covenng 
episodes one to eight (including both 
editions of episode seven, and add-on 
disks Silver Seed and Forge Of Virtue) 
and adding Alkabeth, effectively Ultima 0, 
for good measure, In truth, the first half of 
the package is of little use, for while the 
game designs are sound enough, 
presentation and character interaction ts 
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ima Online с 


Drigin provides a timely remi 


best descnbed as basic — the code has 
been left untouched despite the 
repackaging. Even Uilimes V and Vi are 
graphically very primitive, though highly 
rewarding if such concerns are ignored. 
These games possess a nchness and 
diversity in world design — and integration 
of random encounters and plot narrative 
in advance ol most contemporary efforts. 
But its only really the final episodes m 
the collection that successtully combine 
high presentation value with that fabled 
Ultima depth, benefitting from a switch to 
mouse control and graphics that slip the 
confines of tile-based design 

That the package also includes new 
interview footage with Garnott and a 
16-page atlas is a good indication of who 
the Liltim Collection is aimed at. I 
undoubtedly provides a fascinating 
history lesson for rhe die-hard fans, but 
inevitably most roleplaying gamers ае 


only likely to discover a fraction of 
its secrets. More is the pity. 
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2 3D horror odven 


IT. UC к games Nû 


efore Infogrames introduced 
PC gamers to the adventures 

of Edward Camby, the idea of 
а horror-influenced computer game 
was, if not unprecedented, ane that had 
not been thoroughly developed, Arcade 
and adventure games had flirted wath 
farruliar icons from classe movies and 
literature, but it took Alone In The Dark 
to evoke the fear and spine-tingling 
spookiness of the genre. Here was a 
game where even the quiet moments 
were tense, Foreboding locations set 
within and around a haunted mansion, 
ghoulish set pieces and monsters that 
just didn't know when to die all made 
this a deliciously otherworldly HP 
Lovecratt-inspired yarn. 

Crucial to the sense of high drama 
was a 3D engine of some power, with 
superbly animated characters travelling 
through equally solid locations, often 
viewed from the most outlandish static 
camera views. This appreciation for 
cinematic tricks was epitomised by the 
use of cut-away scenes to herald the 





Publisher: Infogrames 


arrival of monsters. 

The use of realtime 5D, viewed 
from a thirdperson perspective, also 
ensured the adventure remained fully 
interactive. Players steered Camby using 
а unique rotational control system, and 
fought the collection of creatures with 
weapons as well as fists, The actual 
combat provided the only real flaw, with 
one mistake in timing often leading to 
death — a problem that also blighted 
Alone In The Dark 2, a technically 
superior though obviously less 
innovative sequel, Indeed, by the third 
instalment — the Wild West-flavoured 
Alone in the Dark 3 — the puzzles had 
become all too hard, and the senes was 
dearly running out of steam 

Although visually primitive by 
today's standards, it's surprising how 
effective the Alone in The Dark games 
remain when it comes to evoking that 
sense of dread. It seems there's really 
not such a great ditterence between 


Infogrames’ classics and the Ds 
| 


Resident Ewi series after all 


| Developer: in-house 
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| ARCADEVIEW 


Konami's Cobra board raises its head for a second strike, this time in the racing arena 








ШОО Konami 
- EMIT 


Japan 


The variety of vehicles and the attention to detail is commendable for an 
arcade title, but players expecting Western models will be disappointed 


Hera series af anticipation-Duilding 
A exercises the Cobra version р! 


ada ETE TEE Racing Jam has finally 
made an appearance in Japanese arcades. 
surprising many a gamer in the process 
Until recently, the world’s press had orily 
been permitted gumpses of the title in the 
farm of running video footage and a lower- 
end Home-based version that has, In fact, 
not been released, However, as well as 
hitting Japanese streets, the Cobra version 





orihe game also made an appearance at 
the recent ATEI show (See p10) in its dual 
Cabinet farm а sit down version boasting 
а Nee curved rear projection screen and a 
smalier, more atfordable twin cabinet with 
Standard television screens 

Ironically, the display on the standard 
cathode гау tube screens was the most 
Impressive, Doasting superior contrast, Yel 
the visible performance was significanthy 
lower than in the demo seen at last year’s 
LAMMA show (and on- CD1, E47) leading 
delegates tü sugpest that Konami s first 
version of 5 Cobra тесто ору fatis short 
of fulfilling its potentia! 

Nevertheless, players will be pleased at 
the choice or vehicles - a staggering 24 are 
on offer, making Racing Jam the Gran 
Turismo of the arcades; The number ol 
tracks, too, 15 commendable. Four different 
modes are proposed, with differing 
difficulty levels: Time Trial and Circuit 


Course racing (beginners and intermediate). 
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The night course (above), though technically sound, is a dull experience 





Racing Jam's larger 
cabinet includes an 


unusual curved screen 
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Magical mayhem abounds in Acclaim's first proprietory technology coin-op 


Armageddon __ SER 
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raised platforms, 
around which teleport 
points are located 
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Action is confined to 
| 
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The character detail and design are both admirable. Acclaim's Californian development 
team has built a game that is clearly designed to be a gratifying multiplayer experience | 
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D WANE Monier wnicn then attack mei сее and TIDE AE | nadine Ine rien 
асмегѕапеѕ. Unusually, the characters are not Dance between Masine the opposition and 


moved around the games arena directly reanng more lethal fiends 1s enjoyably 
Instead an icor i$ placed where creatures of Fante Positive first steps indeed 








While not quite high-end, Armageddon's | 
Voodoo-assisted graphics are reassuringly 

detailed. It's iscent of past Atari titles, 
although that 's partly due to the trackball... 





DEIN Acclaim 
Co TBA (UK) 


US 
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Stunning, fantastical landscafies'and character designs may be common 
videogaming motifs, but CGI is affording artists greater creative freedom 
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Rich in detail, depth and drama, these images from Bullfrog's Populous: The Third Coming 
belie the relatively low-end equipment used to render them. The skewed camera angles 
employed by artist John Miles create a far greater sense of occasion than more conventional 
compositions. Edge has seen few pre-rendered visuals that sell a videogame as well as this 
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Unusually, these stunning images originate from Poland (hardly a hotbed of gaming talent) and are 
taken from Reah, an adventure game from the same mould as Broderbund's Myst. Designed to 
run at a relatively swift pace, even on low-end PCs, Reah features some dramatic environments. 
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Electronic Arts | 





Electronic Arts’ new strategy 
title Dark Omen (also seen in 
video format on Edge's CD4, 
issue 54) features an 
mpressive level of detail in 
ts characters and 
environments. Designed to 
convey much of the black 
numour found in such 
fantasy titles, these grim 
individuals have an almost 
hand-painted quality. See 
page 101 for the review 
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Competition 


As mentioned In E54, SCEE 
Is currently running а Net 
competition in association with 
Edge. The first prize is a Sony 
DSC-F1 Digital Still Camera, the 
second a Sony MZ-R30 MiniDisc 
Walkman and the third a Somy 
System. Entrants are Invited to 
submit an original Net Yaroze 
game which will be judged on 
both creative and technical 
merits. The closing date is 
March 12, 1998. For more 
information see E54 or go to 
newt edge. Alterrurtivelty, 
write to the folowing address 
for an application form: 
Net Yaroze 15t Anniversary 
Competition 
SCEE 
Waverly House 
7-12 Now Street 
London WIV АНН 
Note: Met Yaroze kit has to be 
ordered directly from Sony 
Information on how to become 
а Net Yaroze member phone 
0171 447 1616 or register at 
Www .scee_sory.co.uk 
Also as а celebration of the 
launch of the European 
europe.com, SCEE is offering 
500 Yaroze on a first come first 
served basis, at a discounted 
price of £350 
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VIDEOGAME CREATION UNDER THE MICROSCOPE 


Yaroze: let the games commence 


ver the last year, Yaroze has picked up a substantial 
О amount of publicity, both in dedicated videogame 
mags and the mainstream media. But those who have 


only skimmed articles praising Sony's programmable console may 
well have formed the impression that anyone can just plug it into 
their PC and have a Ridge Racer clone running in a couple of 
days. Sony, of course, is keen to stress the user-friendliness of the 
system, and there are packages — like CodeWarrior, for example — 
which promise to make the whole process of game development 
a lot simpler. However, the only people truly qualified to judge the 
technology are those who are actually using it 

At the moment, those people certainly seem to fall much 
more into the ‘veteran coder’ than ‘curious newcomer category. 7 
got a sound grasp of computer architecture and C/C++ at 
university studying for my computer scence degree,” points out 
James Shaughnessy, reflecting the expenence of many who 
have bought into the Yaroze program. James Rutherford gives 
another familiar response, ‘| have always had an interest in games 
programming, ever since the early days of the Spectrum, and 
thought this was a good way to leam. Indeed, these expenenced 
computer users feel that a few naive videogame players may be 
slightly out of their depth with Yaroze. As Shaughnessy puts it: 

‘it seems that people with little knowledge of programming 
thought, "Yeah, Tomb Raider, Tekken, V-Rally — dead easy!" So 
they bought a black PlayStation thinking it would be as simple as 
when they wrote BASIC programs on the C64. Only when they 
get the system set up do they realise that they know practically 
nathing about C. In the end, they try messing around with some 
example programs and then eventually give up.’ 

5o how difficult is it to start developing games on the Yaroze? 
James Rutherford, who cut his programming teeth using Amiga 
AMOS and studied C prior to using Yaroze, admits he found it 
tough going initially: ‘C wasn't too hard to grasp, but it took a long 
time for me to figure out how to get bitmap screen effects (quite 
a simple task). | like figuring things out for myself, so | hack away 
- | remember feeling elated when | realised | could get any 
feedback at all from my machine (a simple pad reading routine), 

Meanwhile, others who mastered the basics quickly 
encountered problems later on. "Yaroze was no more difficult to 
learn how to use than any other AP! claims Graeme Evans, 
what | have trouble in is the bigger stuff that no one talks about; 
the best ways to format data for converting into 3D objects and 
stuff. That sort of fear stops me from writing code: 

However, there seems to be a general agreement that 





Net Yaroze game Gravitation, by James Shaughnessy, is 
a homage to the 8bit classic 


Thrust - a timeless concept 





programming for Yaroze is a much easier and more realistic 
means of gaining game development experience then tackling the 
mighty PC. "Its a cliche to say that the days of the bedroom 
programmer are over admits Shaughnessy, ‘but since the PC took 
over the computing mass market from the 8- and 16bit machines 
it has been true. The Yaroze, however, returns to the "old skool" 
hardware structure: a basic memory map, separate video and 
sound RAM, all with fixed addresses – there is no need to worry 
about relocation and multi-tasking with other third party programs. 
Also, everyone has the same hardware spec, so you know your 
game will run the same on everyone else's machines.’ 

Even more encouragingly, Shaughnessy asserts that extensive 
programming knowledge and expenence may not be quite as 
valuable as enthusiasm and dedication, 'Of course you don't have 
to know anything about C to begin leaming, but you have to be 
prepared to put the effort in, and you'll eventually have to know it 
very well to make your own games’ 

For those leamers who do take the plunge, there is of course 
the Yaroze website to tum to. Here, Sony help staff — along with 
plenty of altruistic Yaroze veterans — are on hand to answer 
quenes and proffer sample code. But how useful is this area of 
the WWW? Most opinion is postive. 

‘The newsgroup feature of the Net Yaroze package is priceless 
to the programming newcomer’ Shaughnessy confirms, 'It offers 
invaluable help to those who have simple query or cannot sort 
out a programming bug or problem. There are support staff on 
hand to explain things if you get in a pickle, and there's a lot of 
help and advice from other Yaroze members too’. Indeed, it is the 
collaborative essence of the website and accompanying news 
groups which seem to impress users the most. As Evans points 
out, 'The website has a lot of code to snarf. Plus ! love fanzines, 
so the members’ home pages are fun to keep up with.’ 

There are some reservations, though. A few users Edge spoke 
to felt that Sony could be less than forthcoming with some 
aspects of PlayStation programming (especially stuff they think 
might count as a trade secret, elaborates Rutherford), and many 
of the members pages are in various states of disrepair. 
Nevertheless, the general consensus is that if users know where 
to look then they'll find answers to most of their questions, 
eventually. Which more or less sums up the internet in general. 

Whatever difficultes Net Yaroze members face, the amateur 
development community is proving both creative and productive. 
Everyone Edge spoke to has a demo nearing completion, ranging 
from experiments like James Rutherford's light synthesizer, to full 
games such as Shaughnessy's Gravitation — a version of the Bbit 
classic Thrust. Net Yaroze has its imitations (confusing 
documentation, erratic online assistance), but users who have the 
patience both to persevere with their own equipment, and to 
search the website for programming tips, have very few 
complaints. Except Evans. When Edge asked what he had 
managed to do with Yaroze he replied, ‘гип up £100 a quarter 
phone bills checking the newsgroups. So, to paraphrase ‘Live and 
Kicking’, make sure you check with whoever pays the bills 
before embarking on an amateur programming career, £ 





Places to visit: 


Damaged Cybernelics 


felt Frohwein s Game Boy Tech Page 


| Bambam on the Net 


sany Europe 





Splitting the globe 


| taggered release dates; mutually incompatible systems; 
В slow, letterboxed games. All facts of videogarning life 

| that have a long and dishonourable history. Almost 
universally — and since the dawn of videogaming — console 
manufacturers have attempted to make life difficult for those who 
sought to break down the seemingly-arbitrary barriers that 
segregate Japan, America and the rest of the world. And if many 
industry pundits are correct, soon even the PC software market 
will be pressed into conformity. 

"Territorial lockout’ serves several purposes. Firstly, it separates 
50Hz PAL and 60Hz NTSC regions, enabling publishers to release 
versions of games that are tailored for each. The theory behind 
this is sound; the games can be tweaked to operate at the correct 
speed and screen height, and to avoid potential glitches caused 
by the differing clock rate (the latter of which would lead 
consumers to cry foul). Some systems are more vulnerable to 
game glitches than others — the Saturn has a reputation for 
rejecting software that deviates from the correct speed while the 
N64 is, so far, a model of equanimity, 

Secondly, by dividing the market into smaller sections, 
publishers can focus their marketing efforts on one region at a 
time, with a concomitant decrease in risk: If a product bombs, 
they can perform a post mortem in order to ascertain its suitability 
for release elsewhere. They might choose to alter the game in 
order to broaden its appeal in other regions, a tactic that can have 
beneficial effects on a title which ostensibly needs no work at all — 
Gran Turismo, which is receiving а musical makeover in time for 
its European release, is а case in point. 

Thirdly, producing different versions enables publishers to tailor 
games for the prevailing moral climate in certain regions, or to 
avoid flouting the law — especially if the games feature 'adult' 
themes or explicit violence. For example, the copious bloodletting 
in the Japanese version of Samurai Spirits 3 was excised prior to 
its release in ће US and UK, Furthermore, titles that include videa 
footage may have to obtain film-style certification before release. 

Finally, in some cases the lockout also acts as an anti-piracy 
system — particularly in the case of Nintendo's cartridge-based 
games, where the potential pirate's task is complicated not only by 
the need to duplicate the ROMs, but also the custom-made 
security chip. Even once this has been duplicated, the copied 
cartridge will still only work in one region. 

These lockout systems can be implemented in vanous ways, 
depending on the type of hardware involved. A traditional 
approach on cartridge-based systems is to make the cartridges 






Samurai Spirits, subjected to an undignified bloodletting 
process prior to its release on the international market 





themselves physically incompatible with all bar one type of 
machine. Nintendo has always favoured security chips, fitted to 
the cartridge, which communicate with a similar chip in the 
console using 4 pins on the connector. If the codes sent by the 
cartridge chip match those in the console's chip, then the game is 
allowed to run. Nintendo has used this simple expedient in all its 
consoles, from the NES to the N64, with the natable exception of 
the Gameboy. The option of hardware lockout is not available, 
however, to CD-based consoles, and so they are forced to utilise 
software only solutions in which the game checks the speed or 
country code of the machine it is running on — a system that 
Nintendo has recently taken up as another line of defence against 
piracy. Far the PlayStation, Sony implemented the same system in 
reverse; the boot ROM in the console checks a code written on 
the disc and refuses to proceed if the code doesn't match. 

The companies involved in the practice argue that lockout 
systems protect consumers from faulty games and pirates. Many 
videogamers, particularly the more dedicated members of the 
fraternity, see territorial lockouts as an infringement of their nght to 
buy and play import titles — whether their motivation is to get the 
newest games before everybody else, or to play ones that may 
never be released in their own country (a particular issue in the 
UK, which has missed out on classics including Square's Final 
Fantasy ill and Chrono Trigger). Or they may be exercising their 
desire to play games at the speed the designers intended, without 
ugly borders. Needless to say, this created a market for third party 
devices = following a precedent set by the infamous SNES 
Universal Adapters — that override the lockout. Owners of CD- 
based consoles are not so easily mollified, as their machines 
require internal modifications in order to beat the protection. 

When a PlayStation's boot ROM reads the country code data, it 
switches the console into the correct mode to run the game; the 
display on a 50Hz PlayStation flickers when it is first turned on 
because the machine actually starts in &OHz mode. Assuming it 
finds the correct country code data, the PAL ROM switches it 
down to 50Hz. Therefore games never glitch or crash due to 
incompatibilities, but always run at the expected speed. This 
allowed Sony, upon releasing the Yaroze, to remove the lockout 
system, allowing owners to play games from all territories, without 
fear of encountering technical problems. 

Even the PC is not immune to difficulties arising from the 
multinational nature of the market. Most of these are genuine 
technical glitches, as opposed to deliberate corporate measures: 
games designed for versions of Windows that use double-byte 
characters, typically those in the Orient, may not function correctly 
on Western systems. While these problems are rare at the 
moment — mainly due to the lack of mainstream PC development 
in Japan — they will undoubtedly become more common as more 
companies initiate development on the PC platform. 

The future of territorial lockout is uncertain. In the short term, 
no one is in any doubt that it will be an 'undocumented feature’ 
in the next generation of consoles. But what then? By the time 
that generation's successors arrive there may well be at least the 
beginnings of a universal TV standard, removing the last technical 
barrier to world unification of the games market. The economic 
and marketing barriers will still exist, but if Internet commerce 
fulfils the potential for 'games on demand', even these may be 
eroded. On the other hand, same parties, such the Hollywood 
film industry (currently standing by the territorial lockout on DVD 
discs) may have sufficient muscle to ensure that each 
country stays in its own neatly-demarcated box. E 
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